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What - as one Is supposed to write 
in these leader-style things - a month 
It has been! With this month 
effectively being the last "boat" 
setting sale for the Utopian land of 
the Christmas Number One, we've 
been fair swamped by software. 
Nevertheless, we've carefully 
pondered and weighed up the quality 
of this month's releases and selected 
six titles to which we have devoted 
special six- page attention (see 
opposite). 

And in order to provide a breadth of 
information unavailable elsewhere In 
the computer press, every other 
game that has come under our 
hscrutible gaze has been rated In the 
Reviews Directory beginning on 
page 99. 

Oh, and there's an exclusive 
interview with the men behind the 
Terminator 2 coin-op. 
Most satisfactory. 
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There 1 * no need to wait for a tor>nc.tch CD Gigadrlve before you car play the film. It's all 
In the developers' approach, you see, and It may not bo as far away as you think. 



*tf Toque, the team behind last 
O -Lmonth's Impress Ive 
Pttffgnier, are taking a break from 
licence conversions to work on their 
ewn original product, Shadowiands, 
A role ulaylne £atnv wtth Innovatlv* 
graphics techniques and a bunch of 
interesting puzzles, It threatens te 
steal rre'mdafT* thunder on Its 
release later this year. Hmrn. 





here may well be no such ttnpg as a free 
kJTKh, but there most definitely Is such 
a thing as a free supplement. And 
unless you have been urltaijnate enough to have 
chosen a violated copy of this month's rssue, 
you should have already enjoyed th* secret, 
personal pleasure of having an especially 
elegant example of the free supplement 
genre flop Into your lap, And quite aside torn 
Its undeniable "Treetwss" it's get the added 
tonus of actually having some decent tips 
In there too. Do we spoil you or what? 
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^£* Rwneml>er Myfrr? Well now, finally, It's 

nearly finished. And you can blow 113 down 
If It doesn't look really rather good. Hooray! 

>| ^For the latest news, views, how do y«u 
*TO do's etc., you can always turn to Gary 
WhJtta's "incredible" previews section. 






C jCj MICNiproee may hot be able to spall, but they sure 
W Dean design a game! CtvUlzstion, the fatflst from 
strategy guru Sid Meier gets the six-page treatment. 

Q TP Console owners have five reasons to be cheerful 
O I this month. And every one has a whole page! 
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96 Next Month. 99 The AwesomeReviews Directory Returns for a second month! 
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Heimdall 

From some of the team who were supposed to be beu: ; ;ii m v. .11 ,' in:. 1 
Divil, Heimdall delivers innovative gameplay and fantastic graphics, aJJ 
set against a lavish Viking backdrop. 

56 

Civilization 

Ak publishers release ever more enormous games, it's becoming clear 
that we're rapidly approaching saturation point. U it really possible to 
enjoy a game where you don't know where to begin? 

62 

Robocod 

Jamrs Pond returns for more Ferociously punning antics, but this time 
he's blossomed from an above-average novelty game into a grade A 
classic, fust look jt ihfjKt 1 graphics! 
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68 

Willy Beamish 

Masters of detail Dynamix, fresh from their success with Heart of China 
take 1 a considerably more lighthearted approach to their latest, This time 
it's an interactive cartoon. Get>whizz! 

74 

Robocop 3 

Having received some less than glowing reviews for their recent movie 
conversions, Ocean have taken a completely new tack for Rcho J, Not 
only is the game out before the film, but this time it's Polygons! 

Smash TV 

Probably the ultimate two-player shoot-'em-up K Smash TV is a dtial- 
joysrick carnival of destruction and mayhem. And you'd In: a fool to 
miss it Check out our in-depth verdict 
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Despite Batman and Robooop 
dominating home computer 
Barnes charts in recent years, 
the concept of releasing a game- 
of-the-movie hasn't really been 
a tremendous success in the 
arcade market. High-profile 
titles such as The Empire Strikes Back, Indiana Jones 
and the Temple of Doom and Aliens were only mod- 
erately enjoyable in their coin-op form. Though in 
the case of Tron. the game was probably more pop- 
ular than the film! 

Terminator 2. the smash bit of the summer, is eas- 
ily the most marketable movie property around at 
the moment, so it was perhaps inevitable that some- 
body would pick-up the electronic amusement rights. 
The surprise came when the contract didn't go to 
the likes of Atari Games, Konami or Data East. 
Situated in the leafy outer suburbs of Chicago, 
Williams Bally Midway has released relatively few 
video games over the past decade. However, a con- 
stant display of quality and innovation has made the 

10 ■ 



Williams Bally Midway, the company behind such classics as 
Defender and Robotron 2084, has brought the blockbusting 
Terminator 2 movie to the arcades. Rik Haynes flew to Chica- 
go for an exclusive behind-the-scenes look at the making of 



the T2 coin-op... 

relatively small company stand out from the crowd 
If you were to compile a top ten of your all-time 
favourite arcade hits, it's a fair bet this list would 
include at least one title from this arcade veteran 
such as Defender, Stargate, Robotron 2084, Joust, 
Sinistar, Blaster, Star Rider. Narc, Smash TV or 

With such an impressive track-record, what bet- 
ter firm to adapt the movie that contains some of 
the most lavish special effects ever seen on the big 
screen? Not that the original motion picture has a 



monopoly on the state-of the-art Actual film footage, 
authentic location backdrops, digitised images of 
the star-studded cast and even sampled speech from 
the one and only Arnold Schwarzenegger have all 
been incorporated into a thrilling non stop high 

energy gann^ „ 
-This is going to be the biggest hit of the year, 
confidently predicts the firm's Marketing Manager 
Roger Sharpe, *We feel very fortunate to have been 
there at the right time with the right kind of games. 
Arnold and James Cameron, the director of both 




Hunter Killers and massive war machines rolling 
over a ravaged terrain populated by a handful of sur- 
vivors* You re helping the last remaining humans 
on earth in their battle against extinction. The evil 
machine empire has spenl the Jast thirty years try- 
ing to rid the planet of its male and female inhabi- 
tants. These machines are controlled by a 
super-computer called Skynet. If s your mission, 
along with the rest of the guerrilla troops, to make 
your way to Skynet's location and destroy it. Taking 
orders from rebel leader John Connor, you must 
remember to protect your fellow soldiers and all 
other humans. 

If you're successful in your attempt to save future 
world, you must use Skynet s Time Field Generator 
to travel back to the present day, Before Skynet was 
captured, the crafty computer sent its newest Weapon, 
the Tiooo, back in time to destroy the young John 
Connor before he could become a threat Your new 
mission is to find J oh". .:i nd protect him at all costs. 
This means destroying the Tiooo any way you can. 
A tricky problem this, considering this hyper-advanced 
machine is made from liquid metal 
and can quickly change its shape to 
foil any sort of attack, [f you've seen 
the movie r you know what to expert. 
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Terminator movies, are very pleased with what we 
have accomplished. They've given their approval 
throughout the whole cycle/" 

IT S NOTHING PERSONA! 

Taking the role of Arnie, a cyborg killing machine 
from the future, players ar<;- 1 brown into a roller- 
coaster ride through all the action scenes of the Sim. 
The creative group at Williams Bally Midway thought 
an arcade video game with a couple of guns strapped 
to the cabinet would be the best way to rework 
Terminator 2 into a showcase 
of interactive entertainment. 

H I n our game you get to be 
j. Terminator," reveals co- 
designer Jade Haeger r "You'ie 
actually Arnold Schwarzen- 
egger. You've got an Endo Battle Rifle with a kick 
ass recoil in your hand and you can shoot anything 
and anybody you want/ 

The concept of this seven stage video game was 
obviously governed |> y the script of the movie. 
However, license has bora taken in certain areas to 
produce a more playable game. T2 is therefore equal - 
ly split between present day and a future world 
■Lonflict This section plays a far more important role 
in the video game because it offered excellent game 
design opportunities, The bleak landscape of the 
future world after nuclear Armageddon is filled with 
legions of ominous metal Endoskeletons, flying 



HASTA LA VISTA, BABY 

Over a year in production, the Term- 
inator 2 coin-op haw rnstan ^climat- 
ed three million dollars to develop. 
With such a huge investment, it was lucky Williams 
Bally Midway had the full hacking and support of 
James Cameron, who is apparently a bit of a video 
game fan, 

"We showed Cameron what was done on Narc so 
he immediately knew this wasn't going to be a 
Nintendo-style of game using a more conventional 
approach;" comments co-designer George Petro, 
"The really great thing about Cameron is that he 
respects the art-form of video games. This guy doesn't 
treat it as some sort of measly dime- store stuff! He 
just wanted to input his ideas and let us go with 
them. At the end of the initial brainstorming ses- 
sion, Jim got up and said 'give these guys everything 
they need 7 . The access was really total from then 



on. 
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Originally, Haeger and Petro flew to California 
and read the Tz "script to decide whether they could 
make a game out of it. Their answer was a resound- 
ing, Yeehaw! * 

"The concept of Terminator 2 was custom-made 
for a video garnet recounts Haeger, "The action 
sequences in the film and the Tiooo character real- 



ve got to make players part with their money 

W 

every time they play the game, we don't have the luxury of a one-hit 
retail sale. We focus on doing the best possible products we can for 
arcade coin-ops rather than worrying about what comprises well have 
to do down the road for home adaptation. That's significant. None of 
the other companies out there can make the same statement. It r s much 
easier for companies like Sega to cut comers and come out with a 
game they know can be released in the home in sin months time," 

FfOger Sharps, Markrflnfi Manager, WIINamft Midway 
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ly lend themselves to the format. We explore the 
fUture part of the movie in greater depth because it 
makes for really good battles, Although they never 
actually made it to the movie, these future world 
sequences were taken from the m npt. So they re the 
original ideas of the creators of Terminator 2. but 
they just never got a chance to show them." 

Petto adds; "We ended up doing i gun game where 
two players simultaneously participate in a sci-fi 
shooting gallery. With Terminator 2 we thought this 
was a pretty safe way to go. Nevertheless, this is the 
most interactive gun game ever. Human characters 
and even Arnie himself might say Way to Co' or 
'Great Shot' or reprimand you if you're doing some- 
thing wrong" 




ermmator 2 was almost a 
video game to start with, It deals with the same 
themes of universal destruction and amazing 
amounts of carnage. It's perfect. At the same time P 
we keep in mind that we're a creative force in our 
own right capable of producing our own worlds, 
characters and stories. If we relied solely on inspi- 
ration from Hollywood then we'd be dead." 

Jack rtwtfpr, tift-dfrlltfier at Ti» 12 



fully played trie Tiooo killing machine, spent a long 
gruelling day walking on a treadmill while wear- 
ing all the heavy prosthetics that were used to help 
Industrial Light and Magic create the shinning com 
puter generated special effects in the movie. 

The major thing about our video games are they're 
not done till their tun." indicates Petro, *Wm got to 
be a cool game before it h s carted nut of here, It's 
really a lot of hard work. At Williams we've taken a 
different direction. We're the pioneers of live action 
digitised graphics. There maybe other guys around 
that are dairning they did it, but that's not true. This 
exciting new technology is the main thing that keeps 
players coming back for more. We're getting it clos- 
er to real life, if 5 just like playing the movie now. 
If you actually get off watching action movies what 
could be better than actually doing it and not get-^ 
ting hurt? We've come a long way since the days of 
Space Invaders/ 



Dave Hudson and Marsh, creaton of the Making 
of Terminator 2 trailer, Rimed the video docu- 
mentation for the graphic designers Tim Conun 
and |on Vogel. These included the specific shots of 
characters and props needed to transform them into 
computer images. 

Eventually, Hunger personally went out to the set 
for a whole week oversee i ng the final procurement 
of the various bits and pieces needed for use in the 
pme. Actor Robert Patrick, the newcomer 




tito epiiwyi. Miliums ftmfy MHtwry 





JUDGMENT DAYS 



Here b a brief rundown of the images, film, video tape, models and speech 
nested during the production of each scene In the 12 coin-up.., 

September 17. 1990 

■ Physical motel and detailed drawings of the plasma-pulse battle rifle u*ed 
in the tutuf* world. 

* Stop action models, from the original Terminator movie, of the Battle Chas 
a is. n-jmg Hunter Killer and Ground Roving HK. 

October 1 

* Specifications of movie opening scene. 

* Detail* of the human soldiers outfit from the Juture. 

■ On4oeation video tape of future wflrld battlefield. 

October 29 

* Model of four-legged Centurion, 

* Any existing concept drawings of Sky net fortress, 

December 3 

* Use of future world John Connor character for voice and close-ups. 
January 7. 1991 

' Use of young John Connor for gameptay action. 

* Use of Sarah Connor character for gameplay action. 

* Or* location video tape of Galltiria video arcade, 

February 4 

* On- location video tape of mental institution. 

* On-locatlon video tape of Cyberdyne Systems. 

March 4 

* Use of humanold T100O character for gameplay action. 

* Concept Of real footage of 1100O metamorphosis. 

* On-loeatlon video tape of police blockade at Cyberdyne Systems, 

Apriil 

* Dislocation video tape of steel mill- 

* Use of Am to, John and Sarah characters for clo»ups and speech, 
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THE FIRST PC TO BREAK 
THE SOUND BARRIER. 



We gave the Amstrad PC528fi® all the best features you need 
for serious business use Find great g&nies entertainment. 

Then we gave it features which were unheard of. 

As you d expect, it has state-of-the-art graphics with a 14" high 
quality VGA monitor which will display up to 256 colours from a 
palette of over a quarter of a million, 

Tterrific for business applications but all that colour is wasted on 
games if your sound system < Times from the dark ages. 

So we gave St a sound system that makes it unique. 

Its fully Ad-Lib' compatible soundcard with its twin externa] 
speakers, brings you closer to the action bringing a whole new 
dimension to the PC. 

BUILT FOR BUSINESS 

We gave the PC5286® a massive 1 Mb RAM, 40 Mb hard 
and 1 44 Mb 3.5" floppy disc drive 



And when it comes to using alJ that storage capacity it has a fast 
#0386 chip running at 16 Mhz so you'll be able to get through the 
business of the day with enough time left to play around. 

THE COMPLETE SYSTEM 

If golf isn't your game the Amstrad PC5286® games pack comes 
with two other great games. Together with fulty featured keyboard; 
mouse, DOS 3.3 with user-friendly graphical interface and a 
joystick. 

So at £899 + Vat (£1056.33 toe Vat)? 
it has to be a sound business proposition. 
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ows. Rymans, Wildings and over 3,000 registered Amstrad computer dealers. 
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EPIC - A LEGEND BEYOND TIME 



A legend is bom r □ supremely 
advanced one-man starfighter 
of awesome power and destructive 
capabilities that, in the rig hi 
hands will wreak havoc amongst 
inter- gala die transgressors ■ 
that legend is EPIC. 





A 3D epic 1 lhat reaches a milestone 
in polygon technology in terms of 
speed., graphical detail and pure 
out-and-out ploy ability. A multitude 
of missions, ranging from devious 1o 
manic, toke you deep into Ihe heart 
of rtiii sci-fi conquest of outer space. 
EPIC - a masterpiece of software 



CBM AMIGA ena "" er,n9 ' 

• 6 CENTRAL STREET • MANCHESTER • M2 5N5 • TEL: 061 832 6633 • FAX: 061 834 0650 
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native to the rest of the magazine. Glad to 
see you have kept the Slitter though... 

To criticise at such an early time may seem 
premature, but I hope the ideas are thought 
over as soon as possible. 

Carl Davis 
Ashfield 
Nottinghamshire 

don 't fret! We're not trying to give console 
owners a raw deal r The only reason that a 
Megadrive game hasn't yet received a six- 
page review is that we've not yet seen a prod- 
uct to which the ACE mega- treat men t would 
be applicable. Rest assured, there will he 
Megadrive six-pagers in ACE in the future. 
In the meantime, we think that console own- 
ers get a pretty fair deal within their own 
section - VooJf at last month *s two-page Streets 
of Rage review. To call it degrading is push- 
ing things a bit far, we think. As for your con- 
cern about ACE features and special reports, 
you need not worry. We' ft carry on doing 
them, starting with this month's interactive 
Movie expose. And there are plenty more to 
come. So keep 'em peeled. 



2 EASY 4 U? 

Dear ACE, I felt I had to write to you to com- 
pliment you on your "new look" magazine. 
I love the six-page reviews as they are very 
detailed! But to get to the point of the let- 
ter, I would like to know why nearly all 
Megadrive games are so easy! I recently pur- 
chased Sonic the Hedgehog and within just 
under a week I managed to complete it. Also, 
are there any plans for Sonic 2, as I loved the 
aforementioned. Finally, when is G-LOC com- 
ing out on the Megadrive as I heard about it 
long ago, but I haven't heard anything since 
then! Once again, well done on an Ace (sor- 
ry; magazine. 

Oliver Ramsay 
East Lothian 
Scotland 

WelK we're not too sure about Megadrive 
games being too easy. Maybe you're fust 
some hot games demon and even the tough - 
est arcade challenge can be completed with 
just the flick of your wrist You're right about 
Sonic the Hedgehog - it is too easy. From the 
fetters we We received, most people seem to 
have completed it in around one or two weeks. 




STUPID BOXES! 

Dear ACE r why is it that so many games come in outsize box 
es? It makes it very difficult for me to fit them on my soft- 
ware shelf. Back in 1904 my Grandad put some shelves up 
for me, and the games I had at the time [The Hobbrt Trans- 
Am and Zooom!) fitted perfectly well at the time. 
Everything, as they say. was lovely jubbly. 

Now, however everything has changed, Compa- 
nies are putting their games out in giant boxes that are 
much, much bigger than they need to be. I now have 
games like midwinter. Leisure Suit Larry and Railroad Tycoon 
which are far too big to fit onto my shelves. So I have to put 
them on the floor, on top of the record player, under the bed 
- wherever they will fit. And as you can imagine, it looks a right old two and 
eight! 

Why oh why do software publishers insist on this foolhardy policy of releas- 
ing their games in cumbersome, impractical boxes. And when are we going to have 
a standard for computer game packaging, like they have for CDs and sell-through 
videos? It's not as if it's much to ask. is it? 

Clive Endenshaw 
Feck ham 
London 

mere are two schoois of thought on this highly controversial issue. One theory 
goes that the whole idea behind putting games in big boxes is just to make the 
product took more elaborate and desirable, even though the game itself may not 
iive up to the promises of the flashy packaging, it's all about perceived value, you 
see, The other argument is that, with big, elaborate games like Silent Service ll r 
Willy Beamish and alt the rest, the targe packaging is necessary, not just to reflect 
the quality of the game, but also to contain alt the documentation and para- 
phenatia. Games Ilk* tfte MtctOprose simulations have btg t hefty manuals, maps, 
keyboard overlays and alt sorts of other bits. It seems a bit dodgy to try and cram 
alt that into a tittle box just because of shelf-stacking considerations. Computer 
games are not like videos or CDs where no special documentation is required, The 
industry is obviously undecided on this particular topic, as game boxes come in 
so many di fferent shapes and sizes, from cheap little crystal cases M giant glossy 
extravaganzas. Vou're right though, it is a bit of a pain in the behind trying to 
fit them all on the shelves. So come on # industry fat cats, get your act together! 



As for Sonic 2, the success of the first game 
means that a sequel is an almost cast-iron 
certaintiy (just look at the Mario series - five 
games so fart, although there's no in formation 
as yet We've drawn a similar blank with G- 
i-OC. No doubt it'll appear eventually, but 
when it will be and what it wilt be like remans 
a mystery to us. 

FROM THE PEN OF 
A SHINING WIT 

Dear ACE, what a load of bollards! As you've 
probably guessed I'm referring to your mag- 
azine's new format. I faithfully ran round to 



my local shop to purchase your usually excel- 
lent magazine. I parted with my £1 ,80 and ran 
back to my house. Once home I read the mag 
and then banished ft to under my bed. Please 
go back to the good old ways. 

Douglas Hepburn 
Denniston Glasgow 

You what? Here at ACE we don't mind a bit 
of criticism - m fact we positively welcome it 
- but if that's all you can manage, why both- 
er to write in at all? We can t make any 
changes if you don't tell us what the prob- 
lem is I Let's have some more constructive 
criticism next time, huh? 
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MORE REVIEWS! 

Dear ACE, I own art Amiga 500 and I have 
been buying ACE sine* issue 7. V have always 
thought that ACE reviews are much better 
than your rivals. 

The new- look ACE reviews are just as good 
but because each review covers six pages 
only six computer games get the full ACE 
treatment and the other games only get a few 
paragraphs in the Mew Releases section, I 
could understand you only giving a quick 
review to a game which is basically crap, hut 
surely games like Cruise for a Corpse and 
Final Fight deserve full review? 

Trevor Booth 
Etchingham 
East Sussex 

Whether or not a game gets a six-page review 
depends not just on its quality, but on how 
applicable it is to such elaborate treatment. 
Sure Final Fight is a nice game, iiut it's a bit 
simple arid therefore dragging it out over six 
pages would have been a bit excruciating. 
As it was we were able to tell you just flow 
good it was within the flfew Releases section. 
And although af the moment only six games 
get an ACE six-page reviews each month, but 
we intend to be expanding that number in the 
future. Look out for eight and even TEN games 
getting the ACE Super ReWews at a time in 
the nof-too-distanf future. Yowzal 

MEGADRIVE ON THE 
MOVE? 

Dear ACE, recently I was having a chat about 
games with a couple of my mates, and some- 
one said they'd heard a rumour that Sega 
was going to make a handheld Meoadnve. You 
know, like the GameGear, only 16-bit bit and 
with the same specs, so the software would 
be as good. They also reckon that there's 
going to be an adaptor so that you'd be able 
to play actual Mega drive cartridges on it! 

I said they were talking crap because if 
there was anything like that coming out, I 
would have read about it in ACE. I have had 
a five pound bet with my friend, so please ACE. 
could you set the record straight for us? 

I love the new-look magazine, especially the 
six- page reviews - much better than what 
some of the other mags try to fob us off with. 
Sometimes you get the feeling that they 
haven't even bothered to play the game prop- 



erly, but with an ACE review you can tell that 
it's really been played to death, and you can 
have much more faith in the final mark because 
of it From now on I'll be basing all my pur- 
chases on the ACE review. Keep up the good 
work! 

David Knight 
Bromley 
Kent 



dark and gloomy affair (just take a look at some or 
the shots from the movie here and you'll set.' whal 
we mean). 

Slated for a release early next year, Alien } promis- 
es to deliver all the thrills and spills which the pre- 
vious licensed tides of the series have Failed to do. 

The Other Two 

No video collection would be complete without 
these two storming SF movies, available in your local 
video store for around a termer. 



Get ready to collect your cash Dave! There's 
no such thing as a handheld Megadrive. and 
any rumours about one on the way are entire- 
ly unfounded. Sounds to us like your mate has 
either made it up to try and impress you, or 
he's just unfortunate enough to read a less 
informative magazine. Perhaps he should 
switch to ACE. Show him a copy and no doubt 
he' f I be converted, And don't spend that five 
pounds att at once. 

OOPS! 

No doubt you noticed that like Frank Spencer, 
we "had a bit of trouble" and "did a whoop- 
sy fl with our Alien i feature last month. Kevin 
Lock wood from Kings wood in Bristol Gareth 
Perch from Kidderminster and Worcester- 
shire and Sam Joyce from Chorleyw&od in 
Herts were just three of the observant read- 
ers who were kind enough to writ? in and bring 
it to our attention. Cheers, lads! 

We'd like to take this opportunity to apol- 
ogise to all our readers who never got to find 
out what "these little varmints ri actually did. 
The funny thing was* it wasn't actually Our 
fault you see? What with all the excellent 
things that went in to the ACE relaunch, we 
had a few technical hitches, and one of them 
was that the big complicated system that 
outputs our pages got it wrong, and that was 
that. Anyway, you're not interested in lis- 
tening to our problems, You want to read 
the rest of the Alien 3 feature. So by way of 
compensation, we're reprinting the missing 
text right here and now. 

These little varmints scuttle along the floor and lea p 
up onto the player's face, endeavouring to impreg- 
nate them with it's evil alien seed. The player will 
have to adopt similar movements to those used in 
the Turtles coin-op to wiggle around and shake the 
fate hugger loose, says Mirrorsoft. 

Graphically, the film has been surprisingly easy 
to convert. Because all of the humans in the game 
have shaved heads and all look the same, it's been 
possible to save lots of space and use similar graph- 
ics! Much of the game takes place in huge under- 
ground chambers, and so it's going to be a pretty 



Alien Ridley Sflitfl } 

The original space-horror movie. Following ordy two 
years after the high- gloss gung-ho Star Wars, Alien 
presented a very different vision of space. Set aboard 
She Sostromo. an enormous and largely vacant refin- 
ery ship, it tells the grizzly tale of how a lone insec- 
toid invader dedmates its entire crew of seven, leaving 
only Ripley, a flight officer played with convincing 
ftrength by Sigourney Weaver, to fend For herself, 
Although some of the spaceship design v\ ill] its big 
white slabs and flickering LED's looks a bit dated, 
the H, R. Ceiger Alien design is simply excellent 
and the atmosphere of impossible, looming tension 
is fantastic. 

What on earth happened to Scott immediately after- 
wards with nonsense like Legend and Someone To 
Watch Over Me is anyone's euess. 

AlUns ( it)R6, James Cameron j 
A big disappointment to many hard-core fans of the 
original, Aliens was churlishly termed Rambo m 
Space by many critics. While 'Master of Effects' 
Cameron did away with all but the most off-the-shelf 
suspense techniques, his own twist on the theme 
brought a new generation of fans to the series, 

Ripley is persuaded, after being found drifting in 
space for 57 years „ to journey back to J.V42G * the 
colony where the Nostromo's crew unwittingly picked 
up the alien in the First movie - and destroy a troop 
of Aliens that have taken over. Her role of adviser 
swiftly changes as the space marines sent with her 
find themselves no match for the silent deadly war- 
riors. 

With far more firelights than the first movie. Aliens 
delivers more thrills-per second, and it's perhaps a 
more appealing all-round picture, except for being 
bogged down with rather durnsy maternal metaphors. 

COME ON DOWN! 

You've heard what your fellow gamers have 
to say - rtOW r why not take the chance- to add 
your penny's worth? For the price of a stamp, 
you could have your views digested by tens of 
thousands of ACE read erst And if you've real- 
ly got something interesting to say, there's a 
chance of a wowzer software prize, which we 
generously give away to the sender of the Star 
Letter each month. So what are you waiting for? 
Get that pent-up aggression off your chest and 
send it to us at ACE Letters, Priory Court 30- 
JZ Fairing don Lane, London EC1R 3AU- 
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It's been over four years since we first heard of the interactive movie - so why are we still 
waiting to play the film? Is it time to call "cut" on the much-maligned genre? Maybe not... 
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he world's first interactive movie! Ifs 
like playing a film!" Yeah, right. We've all heard the 
claims, and all been disappointed - but not altogether 
surprised - when the finished game almost invariably 
fails to live up to the hype. Since the inception of 
the genre with Cinemawares Defender of the Crown 
in 1986, "playing the film" has remained one of the 
hot industry buzzwords, with software companies 
(mostly American-based) going all out to support 
the idea - but with little to actually substantiate it in 
the way of finished product. 

But to be fair to the late, great Cinema ware, it's 
not their fault - in fact after the first few, iinsuccessful 
experiments (Defender, SDI and Sinbad to name 
but three), the team went on to produce some of the 
most cinematic "interactive movies'* ever seen - 
Rocket Ranger, Wings and It Came From The Desert 
all hit their targets magnificently, building genuinely 
playable games around true cinema-style presentation 
and atmosphere. The pr6blem was that many of the 
companies that have tried to follow Cinema ware's 
lead didn't quite get hold of the* right end of the stick, 
and most of the "playable films" that have so far 
emerged as a result have been uninspiring to say 
the least. 

Of course it's arguable that the whole idea of 
interactive movies, at least in their truest sense, is 
'd load of old bollocks. Okay okay, no-one's going to 
argue with the Fact that it sounds great. The chance 
to really be Luke Skywalker and really fly an X- 
Wing down the Death Star trench and really cross 
swords with Vader is undeniably a pretty sexy concept. 
But of course it's not going to happen without some 
kind of radical technological development, and even 
with that side of things seen to, the whole concept 
still seems flawed. No matter how "virtual" the 
experience is, the whole idea of the movie's 
^ lead character (ie you) being able to make 
spontaneous and free- willed decisions that 
affect the course of the plot completely goes 
H^unsl the principles that allow real movies to work 
in the first place. 

A smart screenwriter uses character a ml action to 
structure his 3tory in an exciting way, with different 



plot dements combining to create new situations 
which push the story forward, The hero's decisions 
are carefully planned and made not just 10 reveal 
his character, but also to help the plot dWlup in an 
exciting manner. How could an interactive movie 
develop the story to react in a "real" way to the hero's 
decisions when they're being made spontaneously 
by the ptoyer> Ewn if the program was smart enough 
to aDow the artificial characters to respond realistically . 
half the time the actual result would be as dull as 
dishwater. 

The only way to ensure a properly structured story 
which builds up to a suitably worthy climax is to 
force it onto the player by causing 
the plot to develop in a certain way 
with only minor changes, regardless 
of what player decisions are made - 
and that, of course, compromises 
the interactivity. This is the approach 
take by most of today s cinema 
software, such a& Wing Commander j 5 a | d 
1 1 and the likes of David Wolf: Secret 
Agent - and all it does is prove that 
the two concepts "interactive" and 
"movie" are as alike as chalk and cheese. As oh-so 
excellent as it may sound as a pipe dream, in practical 
terms It's a self-defeating exercise. And 
though much was being made of CD-I, CD-ROM, 
CDTV and CD-what-have-you h s "play the film" 
polrrLli.il about a year ago, we've still seen nothing 
of n&te r even though these storage devices arc readily 
available now. CRI/s Psycho Killer on the CDTV 
amounted to little more than an elaborate animated 
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slideshow with a decision to make every now and 
again. Though the hype-mongers did their best at 
the time, the reality of CD-I's shortcomings have 
proved that mere's little potential beyond making 
conventional games simply bigger in size. And thafs 
like saying a three-hour film's better than a two-hour 
film. Never mind the quality , feel the width! 

But oh dear, it's storting to sound very gloomy and 
depressing, isn't it? Don t fret! Sure, the whole idea 
of really interacting with characters and there being 
a real story and all that malarkey may be a pretty far- 
fetched notion, but that's not to say that the towel 
should be thrown in altogether, 

It's arguable that the whole 
idea of interactive movies, 
at least in their truest sense, 
of old bollocks. 




Cinemaware has proven that the idea, at least in its 
most basic form, can work. Rather than trying to 
simulate the more complex and deeper elements of 
movie making - character, story structure and so on 
- games like It Came From The Desert and Rocket 
Ranger succeed by building the framework of a 
simple, playable game and drenching it with cinema- 
style visuals, music and atmosphere. Though the 
result isn't really the interactive movie it claims to 



be r the experience is acutely cinematic. Many of 
the techniques that are used to create atmosphere 
and tension in movies can and do work equally well 
in games. It Came From The Desert s soundtrack, 
for example, is so perfectly scored to sound like a 
B movie's incidental music that, as far as your ears 
are concerned at least, you might as well be at the 
pictures, A game doesn't need to play like a film to 
be cinematic ■ it just has to feel like one. 



APOCALYPSE NOW! 

Str<ingftw*y& Software's forthcoming 
bhooYem-up Apocalypse may not 
boast the most cinematic gameplay 
In the world, but thanks to th** 
talenta ot graphic artist Paul "Dofck" 
Docherty, what it do&s have In an 
Intro stfquui ice that's story boarded In 
almost exactly the same way a* a 
legitimate movie scene, using many 
of the same tricks and techniques tfl 
create- the pre-^arrie ambience. Dukh 
himself was nice enough to take- us 
through 

FRAME l: 

T no kiwhi St art* mit In total darknra and the 
ilrat thlna we I* a hand switching en a skitft* 

UgfrlbLilb. 



FRAME 2: 

In the n#"t cut we poll out te w* ■ lw«us£e. 
bound In h chair and £uaid«d by two twhy 
StiMem. Initially the body I* flumped o*wr. hit tna 
seJdler behind pulH Him up by the air, Notice the 
uk uP very irtiit llghi, radlaUnjf fiorn dlre*tl> 
behind the main Image, 

F H A ftrfll CL 3- ! 

Tlwi'a a blhuiirtf fljah and Me cut to- -the P.O.Y or 
ifi* ssilrtlrtr hfilrtinu the tlOSl.flft*'K head. A lourttl. 
mvsterv figure takes a pfurtcgruoh oP the *cisna. 
Aealn, thnra Is Untie light and bis lace N ntwcutaJ. 

FHAM£ 4: 

We uUt tHWk to Ehu last S-hOt. :md th* *u4dler 0*1 

the right btuaks the nomtage'a le(. There's a 

crunch a& the bane snapb„ 
FUME ft 

The "Eamfrta" IHIM In cUynv a* the Mwla|^ 

aeream* in paki. From till* -dbtancw we tan 

thai he'a bleeHlnft^wn the flMHIth arvd haa a MSCtC 

eye - a elen thai he't been subject to previous 
torture. 



FRAME 6 

Another cJw* cut. this time to- rh» lace el the 
mystery photographer, who has teeried In ci™ to 
g*t a feed fwii at hb wfeetlm. At flnt be amNea. 
and ttwfi the enpteselnii tuma to a serioui kdwI, 
directed at the nflld&tw abote bim. 

FHAM E 7: 

The *?ldk>r produce* an aul-arnutlu pistol and 
ckIu the hammer - nnUce we've zoomed In much 
ckwar fWW. T*"! .Jctual Intercutting aP ahol-i IB 
becoming faitur Lee, 

FRAMES; " 
The camera tiw* In Purthar still a* the tMjmil N 
praa-bed to the tarrfflttd beat3£e'e head. By tMs 
point g,r\m nwak Is playing addhng to tbe tenxlnn. 

FRAME 9: 

Qn* l#et Look altlw «vU riMtalor ft face, WbhCb 
now tasun up the wtwle ™. His expra»kwi Is 
pjre evil , 



10: 

Tha camera tfoHK Into esttrenw clu*B«up ae the 
benoi la puuhed tl^fter in the weeplnt bwLagw s 
forahaad. And than... 

FRAME 11: 

There 1 " t*a eounrJ c*m echoing fiun&hnt, ^ flab-h, 
and a« see a biooda pattered photographic 
TOfimantMUon oP the ujs t bam*, ofesumnblf 
taken just belore tba hostage ass *bm and atut 
Dot trt a meseatfe- Nnw they've go*i« t™ damn 
bw... 



NQTE; AH graphic* ajw wor*:'^ wcmAtlt in 
debarupmettt. se p?y no irKenrJUjr to tlm nwasr 

chunScp bit*. 
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Ajnpnlr'p p|«U 

Mil llftd dit.-*vk:*rt 

Jtar.W«£tfW IfMfk^ Arid NhfUJ^h ^ 

a n HI J i ht trt wfrkrvitve- 

A9l*Wr it £Tl# liiHd-. H nnviT 
i L'dll'i LduCmc-J iirrii|J^f-^h 

rrmaffruttan. *i m fH\ tec jtoM rt# 
luparflcidi. srrMd Iftaa eh* 

LLh-fffJWJi MB* iflVlfBi-id 1 J lur wlfJh 

crtwnwtte printout* ttkm Ru* at 
the Origan, Hurt *f Cfflrn- (tm*i) 
arid tiWa [TMHft'i HW> B**mht>, 



wmtefp «f rt C*™ From Th* 
£h»»rf wh a wfwtty txpmifm+ttt, 

Klon Altoit iME h*rf tftKMi! iimn 

inrr»»£inf as * *™/ Jwuwt 
wm jfiwaty) Amp mfccih* Jihaa 

nrf^An-l ft* i|W t*nUJ JHffci 
*f tfH JTtHfli ■ ■ P ftf M^C J* 

4pf>aicl frmTT [ft* aOTmpTtaw. 



That's a point that seems to be filtering ih rough 
to a ]q( of games designers, who are starting to use 
more and more cinematic: techniques to endow their 
games with extra style and atmosphere. American 
designer Jordan Mechner virtuaDy pioneered the 
idea back in with the 8-bit beat em-up Karateka 
- game- wise it was little more than a progressive 
combat game, but it managed to sell itself as an 
interactive movie due to its dnematic paraphernalia 




ind presentation. Mechner, also a cinema 
:-■ en writer, took the idea further last year with 
Prince of Persia, which again provided movie-like 
atmosphere through music and inter-level set pieces. 
8y giving his characters remarkably lifelike animation 
and designing the game's levels so that the hero's 
escapades were frequently of a siailbiting nature - 
hanging by the fingertips from crumbling ledges, 
rolling under portcullises just as their razor-sharp 
■-: m_-< crash to the ground, sword%litin^ with gtlG6% 
:r« .ne] its - even the odd enigma, such as the bizarre 
mirror-image of the player, who appears on certain 
screens., he added tar more atmosphere to his garni' 
than most mass-storage efforts have had to date. 
Ifs hardly surprising to learn that Mechner is a 
fan of Ermt Flynn and the whole swashbuckling 
re, so cinematic in style is the presentation of 



bis games' action elements. Given the simplistic, 
arcadey nature of the game itself, it's not really 
oxnparable to more conventional "cinema ware" ,. 
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GAMES THAT WORKED 
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PRINCE OF PERSIA 

JHKffrfW Mechner* awaud arcade admnliif* 
BXjrpriiilflglY had lex* of mi overfly 
Cinematic fuel lhan his rlrtf Hareteka. 
keeping ttM intra* and Intf r-i*Yel acenefi 
ahort and awoet. Initaad, me motfe-llie- 
thrllla are pmvldcid ^itMlFl 111* gaffin - A raal 
achl«¥«fnarvt - by *Jfl*ltJn£ tl» ganw arcund 
**» carifrfll chflro«t*r. tlWWfry wiiyrlng 
tiiwt p«rfN iurh» aiound «vwy comar mi 
BMaiy parll it straight out ol th« old 
JMtUfdfll 1 iTWmlniE Cllffllfingai swnalM . 



aEmtHpharD and fin* mazo-OlldfWtated 
^amapla> mnHfl It **C&fld to HQha In t foe- 
Film licanco etakea. It VM i uimp\* mnaugh 
t«rcapl, thaxad fwi in« £4riflfd IdM of tlfea 
CofOillai M^drtoa anplarlriK alien 
ClWffla Oil LV42S. THe pla>eP wan pirt In 
caafgp ifji g| thf fMm 1 ! fttfljijr 
CharaCtBhl, and must fa t «t lw**t 0H9 of 
llwm to th* Mniticr All#fi » halcFivF) at tl» 
Other tnrl€l of tha tnfaatad «ornpi*9l to put an 
end lo Uvu dowdHy BpavlM. niyed iiftlni^ 
In ftlt-perapertlva, Itifl ftamo had ^Gnuliw 
shDck vidua - Um w/Hom attach wHlMtit 
w.irnlnt; ind ulnco Ow riBld Of Vtakai faj *o 
slim, hfiowln^ there's a cw^rUm* k\ ttio 
sama room, but not being aMa to «oo It la A 
ilatnatlOfi ejipaHaac*. Running out of 
ammo It a^on wars*. Watching ■ 
ohaiMitBt's vita! signs * ucManiy go dead la 
*v*n wdhhi... Play tt ami £*t very acand 
I rw l aad . 




IT CAME FROM THE DESERT 

Prnnnblty th* OB41 BHamplu uf an intaracliv* 
fiwv4a In Ha trueat farm, It Cam* Frcim The 
toe ert waa th« perfwt past k ha of ttw 
monfttaf frrtrarfa Con™. Tin advantura-llka 
tw mat thai hi land to tNraadi togathar tha 
fnattir uvcjhJb subgamaf adowa lor a 
Ciun>aPutiMl, Invniwliig stonrtlne. iM'idii 
charactars ijlnttfaclion hi rmmmal but 
much tan ha laarnad num Hum, and thay 
all have IdaniiNaUa pmonalltlaH | and a 
pleasing nan llnaar hal. fl4rt what really 
make* H happen are the awasnma 
aetlheUti, The paHod atmosphere haa 
boon fMHimd an so thickly that th* 
atmOb-ghvrv and Iwislan ranily, raally dO 
ejjfp in a clnamarii; WW. tt'a aven 
rrlentafilug In ptacas. Unfortunately, 
Cinema ware"! BHparimanH wfth a CD-HCIfl 
MeraJon, leaturlji^ live actan and locations-, 
dHdn't coma ta much, nctudlty boaatlng 
lava artmntprm man in* on^Jiidl. It just 
i&oes to show. 



HUDSON HAWK 

Special FX a recant IntirpratatJoa of the 
unwlly Biuca Wllila film Boored pofnta not 
juat tor oeJng an auaptlnnally playabJe 
platfonti gama, but alsn fcf elflHHty 
wnrklng lhamad •lornOfltH Prom tba film 
aita tha prodbKl wtthout compiumlaJnij tha 
mat of the eame. Admfttadl^ H i not laebly 
veiy cinematic at all, but by coming up 
wflh rttiat IB unde-nJahly ma hoar mil of film 
iH^Cwriiil ,ni..| niaFiea^ablB ynmaplay, It 
deserve* a place In this Uttlf hail of lame 
ell the aamti. 



GAMES THAT DIDN'T 





ALIENS 

An eldl-s but a j^aodte. Aliens only evar 
rfllrs.it^d ft Ml. bLt th<- clavf tropftobk 



WING COMMANDER 

Halted nn th» l»K &B "the moat CbmplotB 
Intaractlra movie evar n r ■ChHg.ln's WC wm 
more like " waichln^ iha gama " than 
"playing the film". Tha enncapt waa fin*, Jt 

mWt *ork In practJca. Ifs 501* dim, 
50%, wtth tbe gam* parts Mng baafcally 
kHt a ilmplliik; fUghi simulation, and the 
nim parts, innugh axatty tha drat dme r lack 
any fuim of InLaractlnn and tfiepelore get 
MBit baring tary qurCHIy. The perfect 




■ " - .-.infilc of an Ihtaractlva rnovla gone 




DIE HARD 

Hoar tNa aln> meal aver rama JMbout h 
an^una's jjuaas, but Ihankhilly 11 waa only 
PC nwnois who had to suffer. Along w |th 
The Terminator, Gfa Herd urauaLly has 
mars potantlal lor computer ^ama 
adaptation than any ssOmw movla ov»r, 

Unldrlunalaty, ImjToad fff tl» huge 
•xploaJona. aitcellent Mrerlghis and 
Clau^trophoMc tunnoJ^crawilng of tho 
movla, what wo gar was 4 game thai 
campJeiol^ mJiaod tho point, It'a ao alow 
■Ml wnfiHlng ttwt nalbtng happens 90ft of 
tha tlma, and when Ie dooa It's difficult to 
make It OUt. Tha playttf-'s charactor la only 
evof Sean Irum lha back f,prohfltHy dUO to 

some aseravallan am tha uia at uruce 
wiiiie ' race - It'a auipiclously absaot from 
the bos k end tha uactor-ddh/en anvlronnmnl 
Is slow And uncnnvlnclne* A tragedy. 




DARKMAN {AND ALL THE REST 
OP THEM) 

Pesprte a lew exceptions Ilka Batm«fi and 
The Untouchable*, Uha whola "flwa tfannta 

In ofie" iihllaaaph^ hai prayed ta rje> one Of 
the mait critically unsiiccaaanji waya of 
doing a Him llcanco. And! still no-OIM'i 
i^Hinad Ehalr laason. Evan th* 
aloremenllonod encaptlam weren't 
particularly remlnlacwrt of the nini&. 
scoring all their point* on gemeplay alano. 
Tha bdoa Ituilf Is Ann, allowing dealgrtera to 
concantrarta on apacMe action acema (Ilia 
rwUcaplar chnf « In TZ, for essamplej far thu 
baala of the ajamaa. The only pmblam la 
that there' i not raaJly anything to II nH the 
sua-gamas Ma one couwent product and 
as sucfith* onrall eame feela ditfolmled 
and often Juat plain stupid - It lacks mare 
like tha trailer than the Him Itself, How 
hr-.i.i ii .1141 Phh+i ir you went ta see a film 
whero the action acaneH Just followed on 
Ofie after the other, with no land-up or 
explanation at al? EiKtly. 
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...is on final approach 
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Many of the 
audio/visual 
techniques 
that are used to create 
atmosphere and 
tension in movies can 
and do work equally 
well in games. A game 
doesn't need to play 
like a film in order to 
be cinematic - it just 
has to feel like one. 
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although some of the mure cliffhanging moments 
can produce "ooh n s and *aah ,f s that are very definitely 
reminiscent of Saturday night up the Odeon. 

The idea behind Delphine's range of Cinematique 
adventure games was always to emulate movie 
presentation to create a more involved, atmospheric 
experience, Despite some im press ive inusic, early 
attempts like Future Wars and Opera lion Stealth 
were just very classy, playable adventures with little 
in the way of cinematic qualities. But like 
Cinema ware, these early experiments have led to a 
better understanding of what works and what doesn't, 
so now with games like Cruise For A Corpse and 
the forthcoming Another World, Delphine is at last 
achieving its ideals. 
The tricks used within the games' animation 
sequences are really little more than 
imitations of the camera techniques 
used in conventional movie-makings 
and viewed like that it seems like a 
pretty clwap trick ■ but it works. Inter- 
cutting between shots, focus-pulling 
and slow panning over panoramic 
scenes are all techniques that have 
been employed to great atmospheric 
effect. A current favourite of 
Delphine's, although one that often 
seems to have been included lor its 
own sake is the shot where a 
character walks right up to camera, 
completely obscuring it, then the 
scene quickly cuts and the same 
character is seen walking away down 
the rest of the landscape, as if he 
has walked right through ihe lens. 
Actually, it looks a bit crap - but then 
so does the original camera shot 
(which hardly ever gets used these 
days) on which it was based. After all. they used it 
in The Professionals opening credits sequence every 
week, so its a bit moth-eaten by now. 

Of course, if any kind of software is obliged to be 
cinematic in style, it's that most hated and 
downtrodden sub-genre, the film licence. Because 
its inspiration (at least commertially) comes directly 
from a movie, the ptm nual for emulation is far P2? 
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IN 1979 THI9 WAS THE 
PHENOMENEN THAT 
SHOOK THE WORLD... 

SPACE INVADERS 

PROBABLY THE MOST 
FAMOUS COMPUTER 
GAME OF ALL TIME... 
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FLY THE 

WORLD'S MOST DEADLY 
FIGHTER IN A 
HIGHLY REALISTIC WAR 
THEATRE. AN EXPERIENCE 
NEVER TD BE FORGOTTEN! 

T B he MiG-29 "Fulcrum - is the Soviet Union's most advanced fighter aircraft. 
Now in a top-secnet, privately financed, project, the Mikcyan Des gn Bureau 
nas developed the fighter even further, ^he result s r J e m-ghty 
MiB 2BM SUPERFULCRUM. 

A brand new quac^uplex digital fly-by -wire control system, superior aerodynamics 
and enhanced engine power give you a far higher degree of manoeuvrability. Combined 
witn e- modern transparent cockpit design and CRT instrument disp/ay this makes 
the SUPEHFULCRUM a phenomenal dog- fighting machine. 

□rafted in as part of a multi-natior -al for~e to help nd an allied nation of hostile 
invasion forces, you will need all your wts and skill to overcome the enemy on the 
ground and in the air. Constant shifting events dictate the way you tackle various 
operations in a large scale war campaign 

Programmed by 

ArtworK and Packaging •■■ 199 1 V om^r* Group Lid 
Published by Domark Software Lid-., Fef/y House. 
. . . . - - ^ - _ T 51-57 Lao Rndtf. London SWl5 i PR 

Available on: IBM PC P Amiga, Atari ST. rrt+uti'ai 7»22S4 





26 &m 



The whole point of creating cinema -realism can 
be taken further - people who get shot on the big 
Screen don't miraculously flicker away as they hit 
the ground, so why should it be any different in the 
software incarnation? And why, for example, in Total 
Recall do the bullets only travel fractionally faster 
than the characters themselves? Compromises like 
these only dilute the player's sense of involvement 
!: s not as if the software has to be gratuitously and 
graphically violent in order to keep up with the 
mode's body count, but some effort should at least 
be made to accurately reflect that side of the film. 

In a film like The Terminator, where everything 
hangs on the intensity of the violence, there's really 
no other way to do the game if the feel of the film 
is going to be captured. Probe Software, who are 
producing the forthcoming Megadrive version for 
Virgin Games, deserve a slap on the back for 
preserving, albeit in a slightly watered-down way, 
that violent feel, which in turn helps to provide a 
sense of peril. 

Mosl of rh<- time though, such an approach has to 
be boycotted if not only to ensure that it doesn't 
cause trouble with the various distributors and 
stockisls, but because of pressure put on by the 
licencees. Games based on films where the violence 
is all the more "rear, such as The Untouchables and 
The Godfather, have often had to be toned down 
because the film company doesn't approve. But why? 
What are they so worried aboul? 
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Contrary to what the cynics may believe, the two 
mediums are getting closer, in lermsof how they're 
executed, how they're perceived and - most importandy 
- how they thrill and entertain their audience, Though 
there's still no concrete news an any of the game- 
to-filrn rumours that have been flying about over 
the last few months (remember Dustin Hoffman 
as Leisure Suit Li rr> id ml fXinnv LWi-ons M^rio?;., 



given rJie ever-rising worldwide rx>pularity of Nintendo 
and the medium in general, the first game inspired 
movie can't be too far away. And if that ball ever gets 
rolling, it should bring the worlds of cinema and 
software closer still. And then we'll really see some 
action. And camera. And lights... 

* Gary Whitta 



WHAT DO YOU THINK? 
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the chance to win a thoroughly excellent prize! 
One lucky caller will be receiving an incredible 
£200 worth of top-quality software for his or 
her machine! Now that can't be half bad! 

So go on, pick up the phone. You know you 
want to. And remember - it's you we answer to. 



ere at ACE we respect your opinion. It's 
easy enough for the likes of us, who don't 
have to pay for software and get to go to all 
the good industry do's, to get up on our little 
soapbox and sound off, laying down the law and 
telling everybody what's what. Which is why we ■ * 

do it really. But we could well be talking a load CALL 0839 500 808 
of dingo's kidneys, and the only way to find 
out if we're right or not is to ask the people who 
know best. And that 's you. Yes, YOU I 



if you think we're right, that these flashy and 
elaborate interactive movies are the wrong 
way to go about things, or 



We've set up a special phone line in order 
to give you lot the chance to tell us what 
you think about this whole "interactive movie" 
business. Do you agree with what we've waf- 
fled on about? OR are we talking out our ars- 
es? There's only one way to make your opinions 
known. Call us! Not only do you get to stand 
up for your beliefs, but by voting you also get 



CALL 0839 500 809 

if you think we're wrong, and that games like 
Wing Commander and CD-ROM technology is the 
way forward for cinematic software. 



THE SMALL PRIHT 

Calls coit JBfl per mlnuln chftBJ. rate, 44p par mhwte friik lkn», R«n«mtMf te a*k (to puraoH 
wlu pay* the prion* Mil pmmdulgn flr&t, or Matter Bottom wll L* having an Impromptu 
rrrw*nmwjf frltti Eltf Gad Mlfttsr Slipper h fruj ne(-tOfrdl»tarrt hitura, Okay? 
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Just what is the secret of a good isometric-3D role-playing 

■ 

game? Teque London, developers of Shadowlands for 
Domark, think they know. ACE travelled into the heart of 
the East End to shed a little light on the work so far... 



It seems like the World and his wife are trying to 
get their fingers into the 'user friendly 1 RPG pie, 
especially those with an isometric-jD twist. In 
the last couple of months alone we've seen Core's 
Heimdall and Millennium's Robin Hood, and it 
wasn't that long ago that Imagework's Cadaver 
and EA's Immortal were doing the (highly-sucoessfijl) 
rounds. 

Rut all these games suffer from one major flaw ■ 
-.here's only one central £ ha racier. Of course, in any 
normal' game this is par for the course, but in an 
RPC game it's tantamount to blasphemy, Ask any 
RPG aficionado and they'll tell you that it's the fact 
that players are members of a party of two or more 
-"haracters that make the games, so special. Admittedly 
Heimdall has a 'theoretical' parry of three trundling 
about, but since only one member is ever seen on- 
screen at any time that point gets rather lost. 

However, this point certainly hasn't been lost on 
Teque London, software developers for Domark 
iamong others). Down in the heart of the East End. 
■^e team are tweaking and refining a stunning new 
wmetrk-jD RPG system that could provide a 
:ome shot in the arm for a genre that's become 
stagnant. 

The team are quite open in their admiration for 
Dungeon Master, and there are various aspects of 
- .= .: viands that smack of FTL s rlassiiL, Evm the 
piot. about a disembodied spirit arrempts guiding a 
party of four adventurers through a series of dungeons 
m an attempt to recover its body, seems strangely 
familiar. Dean Lester, Teque's MD, explains: "We 
ail loved Dungeon Master but I don't think any of 
m had actually sat down and read the scenario 
properly. It was only after we'd come up with our 
plot that the similarities were pointed out to us." 
Whatever, the over-seeing spirit idea does at least 
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give a logical (within the fantasy world context) 
explanation for the bird's-eye view of the action. 

Visually Shadowlands big selling -point is what 
Teque are calling, ahem h Photoscape. It's a unique 
light-modelling system whereby every illuminated 
object throws out its own pool of light As any objects 
or creatures outside the light are shown as mysterious 
silhouettes, its a incredibly effective way of generating 
intense mood and atmosphere. Just what is that 
shuffling towards you? Only one way to find out. 



And as the party's torches slowly burn down to 
guttering flames, the pool of light slowly draws in 
around them until they are left stumbling over each 
other in the semi-darkness. 



B ut the important thing about Pholoscape is that 
it isn't just a superficial grapliics trick Some 
are affected in various differing ways by the presence 
or absence of light, and Eight sensors in the walls 
may open or dose traps or have a myriad of o 
effects. 
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Shadowlands is being programmed by Barry Costas 
primarily on the ST using the SNASM development 
system on the IBM PC, with an Amiga conversion 
to follow. As you can see from the screenshotSp the 
light pools are blorky around the edges rather than 
being circular, It's a necessary compromise - circles 
would be too rime-consuming to draw and seriously 
slow the game down. " When wc first had the idea 
for the game,. Barry did some calcinations to see if 
it would go fast enough," points out Dean. 
"Shadowlands is now running just about as fast as 
an ST can go It's all j case of compromising between 
the best graphical effect and speed," 

On tup of this aesthetic splendour, Shadowlands 
has one of the most elegant and friendly user- 
interfaces Fve ever seen in an RPG. Characters can 
be made to perform a whole range of actions from 
walking to picking up objects to pulling a switch by 
simply clicking a couple of times; with the mouse 
button. Items can be put into each character s 
backpack, pulled out or swapped around with ease. 
It's a complete joy to use. 



Another nice point about the game is that because 
the party members can be directed individually if 
needs be„ there h s a real RPC "feel 1 to the game, that 
the ]ttrty is a band of very different characters Because 
of this, there's a degree of multi-tasking where one 
character can be doing one thing in one area of 
the j^me while another is doing suurshiJJg lujj juletely 
different somewhere else. Thus while three of the 
players are laying waste to a party of trolls, the fourth 
party-member could be getting to some health- 
restoring kip in a safe room. 

Shadow! a nds has been in development for eight 
months now, and the path hasn't been easy. "Lots 
of elements sfvmcd caay to code when wc though! 
about them but were hard when it came to doing 
it P " laments Dean. A particular example of this is 
the pits. Objects or people thrown down them have 
to appear in a certain point on the level betow. Sounds 
easy, but when you have several pits on a level they 
all have to relate to each other physically and the 
actual job of passing the object data between levels 
is a pig. 
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With Shadowlands not due for relea.^ until March 
of next year r it's already looking remarkably polished 
and... well... finished. * If the level maps were done 
the Rame would only be about a month away ? * agrees 
Dean, "It's just a case- of getting all the graphics 
done now. ' All at Teque seem very pk'ased wiifi 
what they've achieved. "We wanted Shadowlands 
to be the RPG that we always wanted to play ■ a 
combination of both Gauntlet and Dungeon Master 
Of course, we still can't play it because were the 
ones who have written it," sighs Dean. Shadowlands 
is an impressive change of direction for Teque, who 
are probably best known for their coin-op conversions. 
Take my word for it, this is going to be very, very 
big indeed. And that's without a shadow of a doubt. 

* David Upchurc 
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THINK ABOUT THE FUTURE*.. 

Photo&cape (no ,TM ' yet, but apparently 
they're working on h) Is too nice a graphics 
system to use on just one game, so It comes 
as no surprise to learn that there are already 
plans afoot for another Photoscdpg game, 
Well, this Is the fantasy garne h so surely 
the cliche would be tn do a space game 
next, right? Slightly embarrassed smiles 
all round at Teque. ^Sorry to say/ smiles 
Dean, "but that's exactly what we'd thought 
0f. w 

Apparently plans are afoot to do an 
Aliens-style game, featuring a band of space 
marines on a mission to explore a dank, 
deserted [of humans t space ship. The light 
would Comes from lam ps mounted on their 
helmets. In theory It's sounds like It would 
work brilliantly, especially with all the aliens 
moving about half-seen In the darkness. 
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Got a hand held? 




Game Gear, Lynx 
arid PC Engine 01- we take 
ffem all to pieces afcttell 
which is thkbest! 

chocl^a-bfock full of the la 
reviews and previews on the 
greatest hand-held games in the 
worldi 




PC 
ENGINE 

GT 



atest and greatest, 
it's Britains only hand-held 
CONSOLE mag - anth/its free w 
C&VG! 

^GOf Grab it quic 
it's going fast! 
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O Commodore 




INTERACTIVE 
MULTIMEDIA 



THE WORLD'S FIRST 

MULTIMEDIA SYSTEM FOR THE HOME 



A New Age In Home 
Entertainment And Education 



CUTV finds its place alongside tha TV and Ht-Fi 
Wftwkwm in tne home, it is similar in &ppe&fe.r\ce lo ex- 

- ~ z video and CD players and, with ils infra 
control t&iust as stmpte to operate. But that's 

re beginning. CDTV transforms television from 
j MSSive !o arc active m 00 rum The v^s.' storage 
japafir/rrjes of tn& CD make if an itfeat mass informs* 
aon pwvitfor, cspable of storing amf 

- lyinlg g combination of cotou? pic- 
■uras, text, graphics, votce and stereo 
-vsnc of the highest quality CDTV offers 
a new raatm of autfio am! visual ex- 
iwenca for av&ryone. 
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FOR REFERENCE 

For trie classical 

musir huff ir is 
possible not only ro 
hsar Beethoven's 
Fifth Sym phony, but 
lo we the onches^a 
;*r*g,r m ^ follow the score and 
rmmti about tha compdSBr's lite 
*vS time*. The Timetable of 
5-: ence and Innovation walks you 
Twougn 6,250 kay events in scien- 
■ : hsiary. It employs animated 

- = - 1 :o show where av&r^ even! 

Ted and a visual lift-ofl from 
s** earth's surface. Key events 
Irs accompanied by audio 
:--2sentgiipng wiin graphics and 
sound recordings from the arL hives d1 the world's 
great muse urns. Browse quickly or examine an sxhibit 

- Mail. 

FOR COLLEGES & BUSINESS 

Whtn Toyota, decided to open a car assembly plant 
n Dsrfry, Derbyshire County Council commissioned 
p#«luction of 'Japan Work)', a CDTV irtle which 
allows students lo explore and ex- 
perience the Japanese language, 
lifestyle and cuh u re. It also provides a 
valuable insight to businessmen whfi in< 
formailon on Jepenese business 
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FOR EDUCATION 

For young children learning to read can 
be an adventure! In ihe litla Cinderella, 
to* example, ihey can use the remote 
control unit to click on words and p*r> 
tures Eo heat pronunciations, syllables, 
definitions and second language transla- 
tions. And learning about the world can be fun too. 
The World Vista Atlas provides detailed 
information in words and pfClures on ihe 
history, architeclure, language and 
geography of each country. This can be 
cross referenced to compare wiih delails 
Ol Other countries. REFERENCE 

FOR FUN 

There is a wide range of enier* 

lainment trtl#* available for *v*ry 
age-group. Sherlock Holmes, 
Consulting Detective, includes a 
video and audio tour of Victorian 
London. Players can choose 
suspects for Holme's and Watson 
to Iniarrogaie and can search 
issues ol ihe London Times for 
clues. A CDTV disc's graphics 
capabilities lake action and 
simulation games to a new level. 
Falcon makes you a pilot of an 
F-16 fighter and has accurate 
simulations of weapons systems, 
cock oil conlrols and flight char- 
acteristics allowing you to zoom 
I ike the u Iti m ate stu nt pilot wiih exi*aordi nary realism. 

FOR HOBBIES 

CDTV can also enhance your personal 
ime rests, The Garde nfax Series Is 
designed for u.se by novice or expert and 
provides hundreds Of full colour illustra- 
tions, as well as informal ion on planting 
end requirements for cars. 
New Basics Cookbook provides full col- 
our illustrations of recipes, 'talks' to you 
to offer lips as you cook and aulomallcal- 
ly substitutes recipes with a dick ol Ihe 
remote control, AHTS 4 -^ieuri 
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philosophy and negotiation protocol. 

CVTV offers a seemingly endless rsnge of possibilities tor learning, entertainment and enrichment 
for everyone whether frt the home, the classroom or In business. 



Are you boned with the TV? Do you yearn tor something 
a little mgr& interesting, something whiqh stimulates 
the old grey matter and indulges your desire to be 
entertained? Enter Ihe Commodore CDTV, the world's 
first advanced learning and enlertainment system 
which plugs straight inio your television. Based upon 
the familiar compact disc player, the CQTV offers a rich 
set of information and communication capabililies. It 
brings together pictures, words and sounds in a new 
format, joining them together in a fascinating world of 
audio visual challenge and experience. 

The multimedia CUTV player combines a professional 
CD audio system, advanced computer technology and 
infra red remote control, to offer a wide variety of in- 
teractive applications. These range from games, music, 
gardening and personal health, to educational discs 
for any level In addition, CDTV provides high quality 
audio reproduction for existing musk CDs, CDTV is 
very easy to use and gives you total control over what 
you see and hear, offering you the chance lo learn new 
skills and discover hidden talents 




INCLUDING VAT & DELIVERY - Otter ret": CCO 



FREE TITLES! 

With every CDTV from Silica., you will receive' 
WELCOME • A GUIDE TV CDTV 

Tha "Welcoma" disc replaces a weighty printed manual with col- 
ourful and eKCilmg animation, sound, voices end leul. 

LEMMINGS vwth £34.99 

Up to 100 □vaatale lemmings drop in to Over 1D0 semens lull of 
danger in Ih & best sailing arcade classic 

HUTCHINSON'S ENCYCLOPEDIA worn-. £49.99 

Ths 1irst BriliEih multi-madia ancycldpedla, II leatures over 1.S 
million wgrfls, 700 b*ogri£ihiM, 2000 pictures, 15C map* from ITN 
and 200 audio samples from (he BBC sound archives. 

PLUG* FREE HOLIDAY 

rhW&4 HOTEL ACCOMMODATION 



Every CQTY Iram Silica coma-R wilh a FREE 72 page colour 
brochure with accommodation vouchers. These vouchers entitle 
2 peop u 10 up 10 10 nights FREE hotel accommodation (.otfitf Op- 
1ions allow 4 people lo stay up to B mjjhts). Th&ri are also ac- 
commodalion offers oh hotels in Lcndon and Frenca. 



SILICA SYSTEMS OFFER YOU 



FREE OVERNIGHT DELIVERY: On all CDTV players shipped In 111* UK maMand. 
TECHNICAL SUPPORT HELPLfNE; Team r>i technical experts it your s*rvic». 
PfWCE MATCH: Wa normally match competitor c-n 4 "Same product - Same price" basis 
ESTABLISHED 12 YEARS: Pnwm Lrac* rKDrU in salas and ien/ice 
5 _ SiNE'SS + EDUCATION * GOVERNMENT: Volume dlSCOlPdtS tillable lor large Drdare, 
SHOWROOMS: DHmcnslralian and training racililiCS at O^r Land&n i S'dcuy b -arches 
THE FULL STOCK. RANGE: All ^ ^our redLiifirKn&rrtS Irom one supptar. 
^flf E CATALOGUES: Will be mailed 10 vau with Driers and product de:a f, 
fti^Aff NT By cash, cheque, f" c red -I cartfs, or ewtanded payment pl.n 



RETURN THE COUPON 
FOR A FULL COLOUR 

CDTV CATALOGUE 




MAIL ORDEH: 

CWw Lmmm Dpn: 

IQNDON SHOP: 

Qptri ng Wmn: 

LONDON SHOP: 

Opening ^o^ra' 

SIDCUP SHOP: 

Cf dnirui Hdiri: 



1-iTneMews, Hgiheriev Ad, SlDCuii. Kern, DA1^ AUK Thl: W m 1111 



S2 TptlfJiham Cc-u'l Road, London. W1P OBA 

Mpn-S*J t^ann lOO^ffi Yjti LitP rjigM Opening 



Thl: 



D71-5W 4TJW 



Sa-t'-dgcA ■ v. . O^IOhf Slrftet, Londcfi, WA 1AB W- 071-121 12» 

Hon 5*1 ft-Mun IDOpm ImU&t Th^trw^" Bpm EjdtwiHHi: MM- 



r-4 The Mews, hatreney Rd, Sidcun, Kent, DAU *DX 41; 0&1 8411 

UwvSh! rfuC-riin-A.Uo« LrtslHfegK Fm*y umi 7pm Fti Ha Mi-Stm? 



To: Silica SyfUams, D&pt ACE-tgg-1 71. 1-^ The Mews, Haffwrley Rd„ Sideup. Kenl, 4DX 



[ \ PLEASE SEHD ME A CDTV CATALOGUE 
I 



M7Mrs,'n/s. 



iniiials. .,....„..„... Surname: 



I 



.Ajadraas 



MAIL ORDER HOTLINE 

081-309 1111 



SYSTEMS 




T? I He Tie J 



Poatco<*Bi: 
Til (World: 



Company Name (H applicable^: 

Which compularUB^, ir any, you own? ....^ t ,7^ 
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Ybu know the scene in the Ipcress File when 
Harry Palmer is being bta^iwashed by enemy 
agents? They're trying to break down his 
resistance to their own way of thinking by using 
ghastly aura] torture techniques. Talking to System 
3 frontman Adrian Cale is a surprisingly similar 
experience, Tn Myth s case, Cales do£gedly^deler- 
mined promotion of his produd at last has a solid 
foundation, since it s shaping up to be one of the 
best 8-bit to 1 6-bit conversions for years, 

In its Spectrum and C64 incarnations, Myth was 
the story of as innocent youth transported back 
through a mystical vortex to eponymously mythical 
times. In order to return to his everyday existence, 
our hero had to complete a number of tasks - killing 
Medusas. Hydras, etc ■ while progressing through 
a suite of different time zones and locations. The 
game was Fantastically well received by both press 
and publk;, and 16 bit versions were underway before 
you could spit. 

However, Myth has been a long time in develop- 
ment, and with a brace of similarly heroic games 
slated for uncomfortably-close release dates, those 
at Ver System must surely be nervous about releas- 
ing what is essentially an upgraded version of a game 
that is two years old? 

Not so, according to Adrian Cale: "Yes, the game 
has been in development for a long time and this, 
in a way, has helped us by allowing our designers 
to invest more and more valuable man hours into 
creating a product which should appeal to the new 
market, two years on from the H^bit version 

1 1 11 -..une has long since surpassed the label of 
a 'conversion' and has gone on to be developed more 
and more for the specific 16-bit market, so as to 
become a major stand-alone product in if s own right 
The game's features have been greatly enhanced 
and more and more has been added to really try and 
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Since being awarded a Golden Joystick back in 1989 as Best 
8-Bit Game of the Year, Myth has been under continual change 
and revision as System 3 endeavours to turn its novelty hit 
into a full blown 16-bit epic. Now the work is nearing 



completion.. 



push the A miga in much the same way She C*h 
version pushed that machine. 

"With astonishing fight moves and full con- 
tact SFX. the newer arcade feel is amazing, 
There are animations within this game the likes 
of which we have never seen before, and a piano 
sample theme music as crisp as you are likely 
to hear on the Amiga. The sheer scale of Myth 
with its titanic monsters and dramatic set pieces 
really puts it in a league of its own. Gaines such 
as First Samurai use very different techniques 
and more regulated sprite sizes." 

Quite. System 3's determination to turn Myth into 
a high-profile, mass-inarket plenty of heat and point 
of-sale creation has even gone so far as involving a 
complete change of the central character. Out goes 
the buv tiexL door wiih his T-shirt and jeans, and In 
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comes a huge loin-clothed barbarian with the most 
peculiar muscle groups you've ever seen. Why? 

"AH the kids in the playground are boasting about 
their latest Mega Drive game, so we want to give the 
guy with an Amiga a game about which he can say, 
'Yeah, but have you seen this?"* explains Adrian. 
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grtttng the balance right and so by stretching the 
nesting compact levels we would run the risk of tip- 
xag the balance one way or another and darnag- 
mg the intended overall feel of the game." 
A httie over two months away from release, the title 
shaping up well r and while final graphic touches 
ire added, most of the final efforts are being cart- 
ed en compressing the sizable data files. In fact, the 
folks at System j are rather proud of their tech* 
aufues^. "The game runs a Dynamic Memory allo- 
system similar to the Amiga operating system, 
means we can easily shift the bias for each level 
sound effects, musk and graphics. WeVe 
up to 25 sprites forming the graphics for one 
all animating and moving around. " 
code with whu h l he programmers are most 
is also the piece which they found the most 
^-A^enging. Driving and animating the three-head- 
_:j sprites at the end of level three was The 
part of the job. The creature features the 
spr ite usli^-l', each one having to move 
and work in unison with the others. One 
1 the movement patterns for any sprite would 
left the sinister attack moves of the Hydra look- 
ag feeble and useless. 

a> :o be said that the animations, combat scenes 
□t: mood* of the piece look fantastic. And System 
t desire to be viewed as a h.^h-rrid games publisher 
■rierduints ot interminably ii'-'^shed 
it games may be finally within reach. 

■ Jim Douglas 
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Silent Service II 

A state-vf-tfte-art simulation of 
submarines in World War If 

• The original Silent Service won 
"Simulation of the Year honours in 
six nations on its release in 1995. 

• The sequel updates the classic with 
the latest advances in sound, 

graphics, and game design through original music and digitised 
speech, photorealistic graphics and new campaign options. 



TVcooM 




Railroad Tycoon 

Big business. Tough decisions. 
Driving ambition. 

• Make a fortune with your own 
Railroad enterprise, influencing 
the development of towns and 
dictating tho fate of entir* 
industries,. 




• Manage slock, search for new cargos and see off the 
competition in a world of opportunity, prestige and fame. 

Flames of Freedom 

The ultimate rsal tifo role playing 
challenge 

• Undertake dangerous secret 
missions as an undercover ager" 
inciting rebellion amongst 
enslaved islands. 
m interact with 4000 characters. 

each with their own physique, psychology and looks, across a 
3-D world of haW a million square miles. 

F-15 Strike Eagle II 

Take control of the USAFs premier 
dogfighting and strike jet 

% The fast flowing 3-D, constant 
action and easy to learn controls 
make it the best flight sim tor 
beginners and experts alike. 

• Fast and futons excitement, hundreds 
of missions which differ each tiro you fly them and allthe high-tech 
gadgetry of air-to-air oombat will have you Hying again and again. 




MicroProse Simulation Software - 



40 



hnge into tonight? 




MicroProse Designer Software. 

From a wardrobe brimming with 
classics it can be difficult to make a 
choice. You can slip into something 
different every night. 

Produced to the highest quality with 

rigorous attention to detail, the 
MicroProse software collection gives 
you experience after experience, time 




Become a naval commander, a 




m,an 

freedom fighter, and a Top Gun pilot. 
Worlds of opportunity, adventure and - 

excitement. 

Get into MicroProse software tonight 
and bring your computer to life. 



For details of your local dealer or a free brochure write toe 
MtaoPiose, Unit 1, HafTipton Ftoad Industrial Estate, Tetoury, Glee. 
GLB8LD, Tel 0666 504326 



PROSE 



SIMULATION • SOFTWARE 



Ym're not properly dressed without it 



LOSS OF CONSCIOUSNESS BY G-FORCE 



Available on: CBM 64/128 & 




Amstrad Cassette 
6 Disk 




Spectrum Cassette, 
Atari ST & 

Amine* 
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is the most authoritative and creative 
magazine covering the Amiga, ST, Ft r 
Megadrlve, Lynx, Super Famicom and Game Gear, 
Only ACE gives you the hottest computer 
entertain men i news of today and the games 
technology of tomorrow. 

For a mere £21.60, you can subscribe to ACE for 
12 issues and ensure you catch a]] the very latest 



games reviews, the window -on -the -industry 
features, exclusive news stories from around the 
globe and the Pink Page hardware and software 
digest section unavailable in any other magazine, 
Your subscription will also entitle you to a FREE 
SOFTWARE GlFT r courtesy of our wonderful friends 
at UBI SOFT, 




■ - 



SUBSCRIBE TO 
AND GET FREE SOFTWARE 




* Get 12 issues of ACE, the best computer entertainment magazine in the 
world delivered direct to your door and we 1 II pay the postage! This means 
never having to traipse down to your local newsagents for your copy again, 

* Ensure you never miss out on all the vital information which only ACE 
gives you and impress your friend's with it. 



SOFT games - which can be yours 



* Choose from some RED MOT UBI 
absolutely FREE! 



If you take out a subscription for 12 issues (only £21.60) or 24 issues 
(only £43-60) you can choose one of the following UBI SOFT games FREE! 



MORTVILLE MANOR 
FULL BLAS T 
J RON LORD 
PRO TENNIS TOUR 1 



( ST, Amiga ) 
( ST, Amiga, PC) 
( SL Amiga ) 
( ST, Amiga, PC ) 
[ ST, Amiga ] 



rnUrot/ft 



PRO TENNIS TOUR 2 

JUPITER'S MASTERDRFVE ( SL Arrug* 

UNREAL {Amiga} 

BAT ( Amiga ) 



m- The- free software oftc is available to UK RESIDENTS 0My 

Your software etoiCt will Ire mailed separately to you* firs? magazine, ptease alow 

28 days for delivery. 



oedkut Super OiTinjad R* 
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SUBS 



AT E S S 



ARY 



12 Issues (UK residents ONLY) 
12 Issues (Air Europe) 
12 Issues (Rest ot the World) 
24 Issues {UK residents ONLY) 
24 Issues (Air Europe} 

Hgr '<§ 

24 Issues (Rest of the World) 



** hfpvt i-tLK OWMm H l J l ■ DW tPV IMi-nutfr*nU Mone> Order 



£21.60 

£39.50 
£53.00 
£43.60 
£79.00 
£106.00 



Place yovr prefer by completing ffle coupour. or se/KtyOur details ori a postcard, or ring our 
special 24 nou( Ortlerbne service on 
0858 410 888 

% ..n!m pii,.*Hi i*M.> ii aren't GO*np4eter> Mtufied with inui subtcnfriiwi. poti nwp- owt#l 4 K w*f (Wn^ i*CPd.iQ ft 
i^lnniilfH gll 






TO ACE SUBSCRIPTIONS DEPARTMENT, PO BOX 500, LEICESTER LE99 OAA 



E : 



r 1 r r • r ■ 



ADDRESS : ..„„ 

POSTCODE : + . + , 

I would like a subscription to ACE for 12 ISSUES Ll please tick box 
I would like a subscription to ACE for 24 ISSUES Ll please tick box 

PlflASfi start my suhR^riptinn from thp ..... . (*fH** »wih) i^uA nf ACF 

I would like the following F»EE game please tic* bo* - 0% on«, rem&mb&r!j 



Mortville Manor (ST) 
Mortviite Manor (Amiga} 
Full Blast (ST) 
Full Blast (Amiga) 
Full Blast (PC) 
Iron Lord (ST) 
Iron Lord (Amiga) 
Pro Tennis Tour 1 (ST) 



0074 



O075 



WJ7& 



0O77 



00 7C 



00 79 



J Pro Tennis Tour 1 (Amiga) 00111 J 



J Pro Tennis Tour 1 (PC} 

□ Pro Tennis Tour 2 (ST) 

□ Pro Tennis Tour 2 (Amiga) 



O0BJ 



0086 



0007 



J 



J 



□ Jupiter's Masterdrive (ST) U 



□ Jupiter's Masterdrive (Amiga) 
j Unreal {Amiga} 
J BAT (Amiga) 



ocas 

ooa-H j 
ooag _j 



I enclose a cheque/postal order made payable to EMAP IMAGES for : £, .„ 

Please charge £ to my Access/VISA/Diners Club/AMEX ( please date as appropriate t 

Card number : 

Expiry date : 

Signtture : ( .«««„..„.««..;,2 



+ H HI > i I + K + 1 t Hi tlHrnri 



Money and enqmes tiLWt rtlLLS INTERNATIONAL MEMBCRLINF HOUS.F. F^fllNGPOfa ROaD. MARflP hAA80R0vG<h. LEICESTER lElft *#r 
Td QflfiR4 3»Kl 



tea 47 



s c 




E E 




T E s r 





EIIUJIU DUUDtH. 








ikome! Welcome one and 
alt to a thoroughly awesome reading 
experience. You are about to enter the 
ACE Screentest section, the most detailed 
and trustworthy reviewing system in the 
universe! 

Every word of the review is intended 
to help you decide whether the game is 
for you or not, The body text is combined 
with a plethora of handy icons to offer 
at-a -glance information. 

Each game is compared and contrasted 
to another title as an easy frame of 
reference p Most commonly, it will be 
compared to the best its particular genre. 

The Thumbs ud and Down box details 



particular elements which may or may 
not appeal - the toughness of the bad 
guy Si number of levels, long-term appeal 



etc. 



lating - a score out of 1,000 - 
is the most instant gauge of the quality 
of the game. 

An ACE Trail blazer award goes to 



games scoring over 900. These are recom- 
mended without hesitation. They are 
"must buys". 

Titles which excel in a particular area 
also stand the chance of being awarded a 



I. Graphics or Idea award (for inno- 
vation). 

T here's even beginners 1 hints to get 
you through the early stages should you 
buy the game that month and can't wait 
for our detailed tips the following issue. 

Finally, the PIC curve details our feel- 



IX* 




ings as to the longevity of the game. 
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ire accessible at the outset, Reaching 
is achieved by moving in small 
to island, picking up food for the 
during the player's adventure there, 
automatically - just select an in- 
tion and progress is charted on the 
|j means ol an Indiana (ones-style snaking red 
may have to apply some navigational 
i order to avoid perils such as a whirlpool 
can maroon the shi p if I ^r(s too close) and 

t sea monster, 
boded on an island, be- it an open-air village 
castle-type situation, the real searching 
Each of the islands is presented as an iso- 
rnaze-like network of roads, caverns and 
comprising a mix of scrolling areas and 
Cadflwer-style flick-screens. Of the six men on 
landed boat, the player can select up to three 
a lo form an r away team' to do the actual search- 
- each character comes complete with his or htir 
i RFG-style status, strengths and characteristics , 
::is end Heimdall himself needn't always be 
bet of the landing party - although his strong 
I makes him a good choice for lead man in 
situations. 



The path through each island is anything but easy, 
as- the emphasis is set much more on adventure than 
arcade. To make things simpler, the three-rnan party 
is viewed on-screen as a single person who's been 
selected as the current active character - it's possi- 
ble lo toggle through all three to make use of their ^ 
particular objects or abilities by means of a more 
conventional RFC-style status screen. The role-play- 
ing elements, though vital, aren't used very regu- 
larly during the normal course of exploration, except 
when a particular team member is called upon to 
perfbrm an act or use an object that is unique to him 
(such as opening a door with a key or casting the 
occasional spell), and for the most part the game 
calls more on conventional adventuring skills than 
anything else. 

Many of the screens contain some devious trap or 
puzzle that needs to be sobed or negotiated in order 
to reach the exit, acquire a particular object or what- 
ever. The elaborate and flexible nature of Heimdall s 
graphics allow for a variety of clever puzzles and 
effects ■ switches which must be stepped on in the 
correct order to unlock an otherwise impassable 
door, and paui-blocking monoliths and sentient ene- 
mies that only react to the right type of spell 



Contact with other characters brings into play more 
l.i i iii 1 1 . 1 1 H PG pmc-play as such em on titers almost 
invariably lead to a combat sequence. The viewpoint 
switches to a multi-player icon-driven display sim- 
ilar to thai employed by The Hard r s Ink to allow 
access to all three characters in the party - simply 
clicking between them affords the player direct con- 
trol and access to their abilities. There's a much 
more arcadey feel to Heimdall 's battle scenes than 
the linear way in which stand-alone RPG games 
handle combat. 

Instead of working through a series of 'rounds' 
where characters attack in turn with hit points updat- 
ed accordingly, fighting in Heimdall is more akin 




k^^r^/ Electronic Arts' The immortal is generally 
-- held to be the top exponent of the isomet- 

ric adventure genre, and Heimdal is easily as good - if not for 
quite the same reasons. Though The Immortal offers; more 
levels, leimdaH's quests are larger, meaning that there's at 
least as much for the player to see and do. , however, 

scores e*tra points in this department due to its non- linear 
construction, which allows the player to explore at will, rather 
than passing through a set sequence of events. Although if s a 
tough point, I'd say that The tmmartat just pips Heimdall to the 
graphical post as though the visuals aren't quite so clearly 
defined, the remarkable animation gives the game much more 
character and atmosphere. So there you go, it s all a question 
of Norses for courses really ■ although for my dosh, I'd go for 
The tmmonat most days of the week. 
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No phv^-iLiil FoiCe will move 
th!& mystical ttonr monntltti 
which blocks I he party's 
progress Time, pertuiub-. ler 

oT Hie nw>rt mafiiCfltly 
nil- imcd mfRiiwr* cii the 
team to c hue* .1 lew huellb 
at II *nd a** IT that baa any 
h-ifi 1 r 



Ooeb- 1Mb. iOOIfl kKiH hk? a 
dead {wid"* Look Bfafcl 
Tlmrr'* .1 hirkten pail here 

somewhere. bi#t or»ly the 
canlanknous druid know, 
vrht rr- il k And he'll 4inly 
ri; M'n! il if presented with 11 
hpriti of henrtock ■ which ha* 
to. he MN'£|i1 oul *.r-pnr;i1 rl> 
Hey, nobunly said il wii* 
jtfrinij* to 1*0 eft5>\ 




HelmrJaCs character control worto on two levott - movement l» 
handled In tha ttandard opdown loft right tachlnn. hut whiit 
1 h f : »re s ji comploa notion to perform, like- casting a tpftl Of 

unlocking ■ door, the dfaotay fllcka owr to- tho character ecraen, 
ft4w* mOf» traditional RPfl*t>l« pointing jml olkkJng <fcwi the 



Though Borne of 
■ the smaller 

.a 

ib»andb- ma* look 
like Independent 
19. they're mope often 
titan not Jutt part of one eame 
archlpaLago., and lead you to 

the frame ksc atlon 

Learning whkh It wtikti I* an 

osianEml time saving fr^enni. 




fleaahic artist J#rr 0 Carroll's 
laviKhry-l llustratc-d map of trie 
flF¥t CJU#*I, Included In the 
game package. I* h practical 
as It ib pretty jftn M'ji a vague 
gl imps* el what Melmdall la In 
lor an each inland. 

Mfl*fl a copy of 
the tfam* nap 
wd cum off 
lsfanda at 
are visited, *p ru to avo 
pointless accidental 
Jouney 




HelmdaM cant 
■ msKe long 
Journey* at wa- 
ne It'ji essentia! 
that a route la- ulariried to 
achieve maximum quest 
fNMflPCT, U** +hn |f lends a* 
stepping atone*, Where 
Helmri&ir-a party can stock up 
op supplier for In* nnt part pf 
the Journey. 




The whlripuol and 
HH monster are 
both no go areas ■ 
keep hill away. 
Dm wltlrtoMri hn't fatal, but It 
win wain the ship up 00 fro 

nearest (and poiilhly 
IncPnvenlehlr Itland. Ft' 9 beat 
net even to talk about what 
the Hf monster's- citpahlti at, 
EMit It'* hardly aurprhsmfc I hat K 
aUardi »n* ol th» mn'i nwint 
Important loeailMta. 



Onr.'t 

appe-JirimciB b« 
dL cLhivng. Tha 
elie ol an h>land 
DC iE appaan on the queit map 

hi not always, n ^aod 
roiHreaantalknn of It* actual 
aUe vitien visited 




On island* where the action tnhes place Out in the apAft filf , If* EWfia-lble CO enter hOUaas BfHf OttVOf 
tocatlonft to aearcti lor duaa and! traatHra. "f w may have to be j»repafwd for a fight though, n the- 
homa-vwriBn don't appreciate treboab-btir*. In thle caae tli-a ePfOft tr»S (MOT worth (t - there"? 9 oa£ of 
fold to be collected on the far left, and Ju*t above Hekmdnh there'* a scroll, pduFtrfy containing; a 
magic vpel. Hoorah! 



When cplloctinE spallH, ;*lw;iys allocata them to party 

*^Si^fitaJ*^e^^Ba- ^jBt ^^aaaaaaaaaT a II 

- member* with a high Wunelote rating; or thoy may 
not bo able to cast Eherri. 




ftuawlftT Guard*! A* J-kimrlrHI 
rax tie* the objacUve »f bli 
quest \to tlrii case Tfwjr's 
Hflmmsr). thbtfa f*t mon and 
pwn difficult, m this- roam, fn r 
Bjnmplo, thVft'f IW Way 
NiriAiflrcl «n iChuut HghlJpt ■ and 
even t\um tfw rTKWl 
lntert*tlrt^1iM*klni qkH Is 
locked! 



Whan a nghi Is initialed, the 
actum wftefwe to this RPG 
style battle scrswi. The ptoyer 
c*n awlt&hi toe^ean mBinNra 
of the party at will to gtti thr 
RHHl tPrmkAafatv flgritln£ 
cnintilnatlunb. 

ACEmtm AttKkiwat when 
fh* opponent it about to 
attack htmsnif ■ us ho puil* 
tack C4 attike, ho drop* Ws 
£'u.irrf and cwemes vufaerabfa. 
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da 1 1 provides a much more serene 
experience than most conventional arcade adventures. The 
emphasis is set more on exploration than extermination, 
and as such it's the more thoughtful breed of gamers who 
are likely to appreciate what ft has to offer. 



. "life 
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CARRY ON VIKING! 

Though the Norweigans aren't exactly the 
ruckin^est people in the world today, bach 
when the Earth was new and people were 
stupid, they were one of the hardest mobs 
going. In fact the woolly warriors' exploits 
became so famous that they've since made 
their mark in just about every popular cul- 
ture, The most famous example is 
Kirk Douglas and Ton* Curtis pranc- 
ing about in silly tin helmets in The 
Vikings, which gets churned out by 
the BBC about once a year. FVfore 
recently we've had Erik The Viking r 
which made a rather dubious point 
of casting an American actor (Tim 
Rabbins, complete with accent) in 
the title role s and a variety of oth- 
er rather poor efforts, including an 
Incredible Hulk special in which Lou Fer- 
rigno slugs If out with Trior, God of Thunder! 
Thor also had his own strip in Marvel comics, 

Which wasn't particularly micMccfiil, na 
well as a supporting role in Douglas Adams' 
novel The Long Dark Tea Time ut SouL 
And of course, let's not forget good old Nog- 
gin The Nog, the sweet little viking who 
used to brighten up children's television no 
end. Liltie Plum uut of the Beano might fllSO 
have been quite a good example of a Viking 
comic character, but he was a Red Indian, 
so there you go. Oh, and there's a wrestler 
out of the Worirt Wrestling Federation called 
The Berserker who, just like his Nordic 
ancestors, not only muf Hates his opponents 
but beats fiimself up as well! 
Games wise we've had an Erik The Viking 
adventure (based on Terry Junes' original 
children's book), a low quality Commodore 
64 effort called The Vikings (which was 
blessed, if nothing else, with a very excel 
lent soundtrack) and the classic Valhalla, 
which was heralded as a landmark In com- 
puter entertainment when it was releaed 
on the 2X Spectrum with stunning' yellow 
and black UDG graphics about seven years 
ago, but was actually a load of old rubbish, 
If you are interested in Vikings, you can 
read some books about them. There are 
probably some down at your local library. 
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5T ► to an outs idethe pub pundi-up, with every body 
pitching into the bloody free-for-all when and how 
they see fit Aa well as the standard sword and axe 
swipes, characters can attack with whatever magic 
spells they have available as well as defend incom- 
ing blows and on occasion pray for a helping hand 
from the Gods themselves. 

And though control of the combat is handled at a 
distance, so to speak, with the player simply hand- 
big out orders to his characters via the icons, there 
is an element of arcade skill - the graphic window 
portraying the current enemy is fully animated, and 
the success or failure of an attack move depends on 
the position of the opponent when it's executed. 
Lunge when the enemy's shield is raised and the 
blow will be blocked, but if an attack goes in while 
the creature is vulnerable (such as when it is about 
to attack itself), it should hit deaden and cause max- 
imum damage, AccotdiiigJy t the defend 
option should be selected in synchro- 
nisation with the enemy's attacks. If 
energy is low, or the odds look a bit 
dodgy , the party can flee to avoid any 
unpleasantries K but doing so forfeits 
the chance of getting any objects of 
interest an enemy may be guarding - 
if it J s a doorway to a later part of the 
level „ fighting may be the only way to 
progress, 

Interaction with 'friendly " character r, 
is possible, if a little limited. Sometimes 
HeimdaUs party will meet with vil- 
lagers or cackling dungeon dwellers who may offer 
clues, advice or items of interest when questioned. 
In larger villages, shops provide a place to exchange 
gold for provisions and weaponry Other characters, 
while not exactly hostile to the point of violence, tan 
be a major pain P often blocking the way forward and 
refusing to budge until ihey ve been given u partic- 
ular item - which may need to be sought out inde- 
pendently on a completely different island, opening 
up yet another challenge. 

Such fiendish goings-on are HeimdaU's trade- 
mark, with traps and tests scattered around in urmerv 
ing abundance. Like Cadaver, Tta Jmpnoptai and the 
classic Ultimate games, such as KnigHt Lore which 
Inspired the whole isometric adventure genre in the 
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Amiga version 



Expertly defined snd coloured character 
and backdrops paint a very pretty picture 
006 L-A intje^ a nd the classy music helps to pile 
on the atmosphere. But beware! There s a price for all 
this technical wizardry, it's a 1Mb machine, prefer- 
ably with an external drive as Heirndall comes on a whop- 
ping FOUR disks. For those who've got the technical mus- 
cle to run it though, Heimdall pack* a hefty punch, 



first place, Heimdal] calls on a wide range of the 
player's resources. Skill and judgement are required 
to suss out the variety of pitfalls arid make most effi- 
cient use of the wide-ranging spells and objects to 
be found in the many treasure chests, An eye for 
strategy wouldn't go amiss either - not the 
Chess/Populous kind, but at least an organised plan 
of how the islands are to be tackled 

The most important quality, however . ls patience. 
HeimdaU s a giant game, and the multitude of puz- 
zles combined witb The way m wlridi the quests 
have been designed across the islands ensures that 
real thought and effort is required if anything is to 
be gotten out of the game. It" s a very thorough ganifi P 
winch scores highly over similar product like Cadaver 



as while it's involving, it doesn't get overly compli- 
cated or stray too far into the RPG side of things. 
At heart it's just a very enjoyable arcade adventure 
with some pleasing extra layers that serve to involve 
the player more and draw him deeper into the game. 

HedrndaD, howver, is by no means perfect, although 
the problems are less to do with what's wrong with 
the game's existing elements and more to do with 
what s missing. The trio of preliminary trial' 
sequences are a lot of fun and work well where they 
are, but more could have been made of the idea of 
having arcade interludes, perhaps by scattering sim- 
ilar sub-sections around within The main game. If 
nothing else, they would provide the player with 
some light relief from his heavy-duty quest every 
now and again. 
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eimdall does a fine job of 
blending together elements of role- 
playing, strategy, arcade and adven- 
ture into a single we 1 1 -formed and 
playable game. 
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Of LIFE 

qu«st «n begin. He i metal I must try his hand at three 
trials. Although these games are simplistic one- 
>4nd perftaps a little at odds with the nature of the rest of 
} r the player shouldn't be fooled into thinking that 
in them is a trivial matter If Heimdall performs poorly 
«>e possible candidates that he can choose between to 
urn on his quest is seriously reduced from the maximum 
And not being able to cfioose a powerful cleric or 
berserker may have serious consequences later on. The 
purist will be relieved to hear that they can skip these 
s, at the serious penalty of having the crew shortlist 
wt down to fifteen. 
Tin First Trial 
to the local tavern a beer- 
i o iked Heimdall must try to 
-ee a young girl from the 
rrocks by lobbing large axes at 
m* eight tethered braids 
nokli ng her trapped. The player 
- -ies Heimdairs aim with the 
: ,> stick, but a serious case of 
the DTs and even more serious 
fan it on the number of axes 
makes this a much harder task 
*-at it sounds. 
The Second Trial 
"f a muddy field Heimdall must 
chase and try to catch a greased 
wart hog - The player guides his 
on-screen Heimdall alter-ego as 
he runs about and well-timed 
use of the FIRE button is 
required to make Heimdall 
successfully leap onto the pig. 
The Third Trial 

Heimdall, rapidly approaching 
maturity, has to face off against 
a legion of berserkers on board 
j rocking longboat. While trying 
to "encourage 1 his foes into the 
■■- -iter, Heimdall also has to 
avoid coming a cropper by 
falling overboard himself. 



Though the RPG-style battle sequences are more 
arcade-style than most, because they rely on hand- 
eye coordination as well as good decision making, 
they're not different enough to make them really 
interesting. The same role-playing characteristics 
could have been applied with equal effect to a side- 
on beat-'em-up type affair/for instance, where more 
is made of the arcade aspect As they are they quick- 
ly become more a matter of routine than anything 
else. 

Another very chewy bone of contention is 
Heimdall's graphic presentation. One look at the 
screenshots should leave you with little doubt that 
they're technically excellent - as would be expected 
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from an ex-Don Bluth animator - but there are doubts 
as to how suitable these cartoony Astornw atyic visu- 
aJs are to a game and subject matter as hefty as 
Heimdairs, Their simplistic style somehow belies 
the serious nature of the game itself, and doesn't go 
too well with the- mighty blood-and-thundcr vision 
that most of us have when we hear the word Viking, 
It's possible to push this point further and say that 
the whole game represents somewhat of a wasted 
opportunity in terms of how it uses the Viking theme 
as a basis for its scenario - it's an idea we've not seen 
used since the ancient Vatholla, and though if s very 
interesting .md pnt l^gs ot paternal, the brf 
of it nls not been realisS! hereof bit oFvlQage-bt 
ing, murder and pillage, perhaps in those afore- 
mentioned arcii.de sub- sections, wnuid have done a 
lot to make better use or the neglected subject mat- 
ter. 

Ultimately though, Heimdall does a fine job of 
blending together elements of role-playing, strate- 
gy, arcade and adventure into a single well-formed 
and playable game. The various gameplay styles 
interact well without stepping on each olher's toes 
and the result is enough to earn it an unreserved 
recommendation, if not quite the ultimate accolade 
of an ACE Trailblazer, Despite its minor flaws, 
Heimdall offers enough to earn it a joint ranking 
with The Immortal as the most impressive example 
of isometric adventuring yet and fans of the genre 
should be chuffed accordingly. 

m Gary Whitta 
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mt how much Is it possible to squeeze to into 
one gsme? If s a question that American games design guru Sid Meier seems 
to be increasingly fond of. The veteran programme! 's products just keep on 
getting bigger and bigger. And bigger From the claustrophobic military 



simulations F-15 Strike Eagle and Silent Service to 
the excesses of" the excellent - and very elaborate - 
Railway Tycoon, Sids been getting more and more 
ambitious of late. 

With his latest project however, sums might argue 
tliat he may have got a bit tarried 1 way with him- 
self, as he's not so much pushed the strategy enve 
lope as driven over it with an articulated lorry. Yes, 
Civilization is a game to which the word BIG could 
only really start to apply if it was written in hundred- 
foot high flashing neon capital letters and attached 
to the top of the World Trade Centre, Quite how 
deep the game is isn't easy to summarise, but suf- 
fice to say that during the process of the review, I'd 
say that we only scratched the surface of what it has 
to offer, Civilization is the sort of game that is pos- 
sible to play in a regular carefree manner, but only 
really pays off when the player invests the level of 
tijne h care and patience that its almost unfathomable 
level of strategy requires. 

Civilization's objectives are deceptively simple, 
putting the player in charge of a tiny tribe of prim- 
itive people way back in the early BCs and charging 
him to guide them through the ages, expanding, 
learning and developing along the way and ultimately 
creating a modern-day worldwide empire. Rut of 
course it's nnt even remotely as easy as it sounds, 
because as the bulky manual is keen to point out, 



creating a civilisation is one thing ■ creating a civil- 
isation that lasts is quite another. History's a great 
teacher, and if there's one thing if s taught us over 
the last thousand years or so, it only takes one code- 
up to bring even th* mightiest ^mpirp to its knees. 

Alexander the Great, Napoleon and Genghis Khan 
all learned the hard way, and building a suivivahle 
empire without the same fall pitfalls is the challenge 
presented by Civilization. Though only persistent 
players are likely to get anywhere, it only lakes a cur- 
sory look around the game to get an idea of its amaz- 
ing depth and scope. War, medidne, induslrialisarjon, 
cities, taxation, population control, civil unrest, trade, 
science, travel, agriculture and the environment are 
all factors to understand and master if a tribe is to 
achieve a proper civilised existence. As is often the 
case with these more elaborate and sprawling strat- 
egy epics, winning and losing are both rather ambigu- 
ous concepts, although anybody who manages to 
wipe out every rival civilisation on the planet or 
become advanced enough to send ships into space 
can safely retire with a smug grin on their face. 
Needless to say, neither is particularly easy. 

Civilization presents itself in much the same way 
as Meier's Railroad Tycoon - so much so that at first 
glance it could be mistaken for the same game. Here, 
though, things aren't restricted just to the United 
States ■ this operation is on a planetary scale, staged 
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either on a carbon copy ol Earth or a fictional 
player-customised world. 

Things begin in the year 3000 BC with a sin^ 
gle group of rambling sertJers who form the basis 
of the player's civilisation. As would be expected, 
things are pretty primii i w in these formative years, 
and Meier has gone to lengths to make things as 
realistic: as possible ■ most of the screen is in dark- 
ness at the outset, indicating unexplored territory, 
and new areas are only "coloured in" as the player's 
units walk over them. 

The initial priority is the formation of a base city 
from which to run rhc whole operation. Without 
dties there can be no civilisation, m finding A 
an appropriate spot for the initial settlement 
is of paramount importance. Once a base camp 
has been set and named, the real work begins. 
As nature takes its course, the dry grows in size 
and more units can be sent out to explore the sur- 
rounding territory. Units move in rums, travelling 
squares at a time depending on their type and the 
terrain, and as such the central map is uncovered, 
piece by piece. 
Settlers prove to be one of the most useful unit 
, types, as they move out to found and maintain new 
cities, thereby expanding the empire, while diplo- 
mats help to forge links between civilisations, act- 
ing as an ambassador - or even a spy or saboteur, if 
the player is of more devi ous inclination. Further, 
^ and more useful ties can be made by establishing 
trade routes between cities by 
means of caravans, which ferry 
goods and materials from city 
to city. 

Perhaps the most important 
units, however, are the military. 
As disputes between opposing 
civilisations can easily lead to 
war, a strong defence force must 
be maintained to protect the player's city from attack 
■ and of course army units can be sent out to con- 
quer rival territory and cities. As war plays such a 
large part in the game, it's understandably one of 
'the more elaborate aspects ■ there's a huge variety 
of weaponry available, from basic infantry units to 
knights, artillery and - as the technology becomes 
available * aircraft, battleships and nuclear bombs. 

War is not always the answer, and the key to sur- 
vival is to know how to deal with opposing civilisa- 
tions. Peace is not always easy to achieve, and wliile 
it may be fun to terrorise and destroy smaller empires, 
strong diplomatic skills are often required to keep 
the forces of larger, more powerful civilisations with 
the same ideas at bay. Peace treaties can be signed, 
and technology and information traded in order to 
keep relationships settled - not always easy, given 
the antagonistic and downright megalomania atti- 
tude of some civilisations. 

Though all this may make Civilization sound like 
a very elaborate war game, that's not really what it's 
about at all, The concepts of war, peace and rela- 
tionships with other empires are important to the 
game, but the real goal is the technological and cul- 
tural advancement of the player's own civilisation. 

How a people advances from savagery to space- 
age is a complicated one, but Civilization handles ii ►so 





Finding a suitable candidate for 
* comparison to Civilization is a 
- 1 little bit like trying to buy a 
present for the man who has 
everything. It's a bit like Sim City F but 
then again it's a bit like Sim Earth as well. 
And It's a bit like lots of other things too. 
The most suitable candidate, however, 
has to be Meier's previous effort Railroad 
Tycoon. Although initially the similarities 
seem purely superficial (to the untrained 
eye it looks almost indistinguishable 
graphically), many of Tycoon's strategic 



elements are to be found in Civilization, 
especially those pertaining to the laying 
of roads and yes, railroads. But in Civi- 
lization, of course, there's a whole lot 
more to think about what with environ- 
mental, military, civil and trade considera 
tiofis, than just getting from A to B and 
making a few quid in the process. It's This 
wealth of extra factors that makes 
Civilization an altogether more thought- 
ful and interesting experience. So say 
hello to the new ACE Strategy Benchmark. 
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ith Civilization, some may argue that Sid Meier may have 
it carried away with himself, as he's not so much pushed the 
strategy envelope as driven over it with an articulated lorry. 
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No, this Isn T t a cynical and barely-rel- 
evant space-flNer. In fact the Seven 
Wonders of the World play a very impor- 
tant part In Civilization. An empire must 
Invest bugfe amounts of tJme p money and 
effort to build these mighty landmarks, 
but It's we I J worth It as each one has 
an important positive effect. Did I hear 
you ask "like what? f '.„ 

THE PYRAMIDS 

Egypt s greatest iplendour, sited In Gaga J near the 
capital Cairo) the great pyramid* war* built as giant 
tombs for dearf ptiaroahs. Today they're regarded as one- 
of tr>e greahrat architectural achievements of aN time. 
THE EFFECT: The emperor may change his term of gov- 
emment without opposition. 

THE COLOSSUS 

An awesome bronze ^atuecpf the&i^OodApoih), wttich 
stfaddtes the mouth of the harbour at Rhodes. Built in 

2eoecL 

THM EffX&Ti Inarooooo trade. 

THE ORACLE AT DELPHI 
Another monument to Apollo, this time In the form of 
a Shrine, situated en the slopes of Mount Parnassus in 

Greece. 

THE EFFECT: Increases the religious Influence of tem- 
ples, 

THE HANGING GARDENS OF BABYLON 

Makes Hew Gardens look like a window box. Another 
Incredible feat of engineering, reputedly Including glnnt 
underground vaults which housed hydrau lic lifting gear. 
Not had ror&OOBC. *" 
THE EFFECT: It makes the peoulu happy' 

THE GREAT WALL OF CHINA 

Would v-iMh believe that the wall Is so hugs, It casts a 
shadow thsr§ visible from the moon?! It took 1S0O 
years to fouird. runs for 21 &0 miles, Is twelve feet thick 
and stands 25 feet hf£h, 



THE PHAROS OF ALEXANDRIA 

A marble watchtowof and lighthouse, built on the bland 
of Pharos. Used to aid ships into the nearby harbour of 
Alexandria. 
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TWE EFFECT: Increases shipping efficiency, 



THE GREAT LIBRARY OF ALEXANDRIA 

Forget the local seat of learning - this giant bockhouse 
hold an Incredible 700,000 volumes! 
THE EFFECT: Increases the rate of technofugjcal advance- 
ment. 
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with aplomb. Within each civilisation is a group of 
57 ► wise men, responsible for researching and discov- 
ering new theories and inventions. Initially only a 
few basic avenues of research are available - the 
alphabet, the wheel, pottery and other rudimenta- 
ry skills. But once these are discovered, the new- 
found knowledge allows the researchers to took into 
more advanced matters. As more skills and infor- 
mation are acquired, so the people become better 
equipped to take on even more sophisticated research 

and projects. 

For example, one of the biggest steps a civilisa- 
tion can take is to travel across the sea to discover 
and populate new continents. But boats can't be 
built until navigation and map-rnaking skills are 
acquired and those can't be learned until know I 
edge of astronomy and the alphabet is available 
All knowledge and advancements, from bask phi- 
losophy, religion and democratic 
principles right up to space flight 
and nuclear power, is learned in 
this step-by-step fashion. A giant 
in-game reference manual the 
Civilopedia. contains comprehen- 
sive data on just about everything 
it's possible for the player to research 
or build, and the pkyer can use this 
information to direct his people's 
growth. By system of government 
and rule, the player can create an 
aggressive, warlike nation or a peaceful empire of 
explorers. Whatever the player J s outlook, however, 
technological growth is of paramount importance, 
if only in order to keep up with the Joneses and 
ensure the empire doesn't fall foul of other civili- 
sations. 

As a civilisation's technology progresses, the fac- 
tors and equations that govern the game become 
more and more complex - industrialised cities require 
much more thoughtful housekeeping if they are to 
function efficiently, and there are even environ- 
mental considerations, as factories, traffic and nude- 
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PC Version 



For the most part Civilisation looks noth- 
ing special, although there are occasion- 
al graphic interludes which give the eyes 
something more interesting to do for a short 
while. All the major sound cards are supported, though it 
has to be said that the son is side of things doesn't exact- 
ly enhance the strategy. 
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ar power all have negative, polluting effects on the 
planet that need to be controlled. Further caretak- 
ing skills are required to keep the populace happy 
- if s said that society is only ever two meals away 
from revolution, and if a city is neglected or mis- 
managed, civil disorder inevitably follows and the 
town collapses, 

Though winning and losing are pretty subjective 
concepts in Civilization (the program lets play con- 
tinue even after the game lias been officially won if 
the player desires}, constant ■ and very strict - scores 
and Ullics arc kept along the way to giv* =n id« of 
how well the respective empires are faring. As well 
as an overall Civilisation Score, tables and graphs 
appear on a regular basis, showing the most pow- 
erful and successful empires. It's purely a numer 
ical reference however, as Civilization doesn't 
encourage the player to be tied to scores and objec- 
tives, preferring instpan to allow him to go off on 
any favourable tangent and explore the possibilities, 
It h s a very free-range game, but as a world model 
it's realistic enough to penalise players who are a 
little too cosmic with their thinking. 

Civilization's not an easy game to categorise, if 
only because of its sheer size. It won't fit into any 
one pigeonhole, no matter how hard it's pushed. 
The variety and scope of its game pi ay means it 
encompasses a number of genres - at heart it s a 
strategy game, like playing Sim City on a global 
scale, but it works equally well as a planetary and 
sociological simulation- On yel another, more sim- 
plistic level it's an absorbing war game. 

It's only when all these come together during play 
and Civilization is viewed as a whole that its real 
beauty becomes apparent A flick through the hefty 
manual is a frightening experience, and rightly 
so, as Civilization is probably the most involved and 
depthy strategy Rame ever devised. That aspect in 
itself is likely to put a lot of people off this certainly 
isn't a product for lightweights or people who like 
to dip in and out of a game . 

The rewards are only there for those willing to 
commit themselves, but it's well worth the effort 
Though Civilization looks bland, being devoid of 
the graphical trickeries that are fast becoming syn- 
onymous with PC product, it r s been exquisitely pre- 
sented. The game provides constant help and tactical 
tips via pop-up windows, and everything is dean 



GOD 



1 DID IT MEIER WAV 

Y«, h# certainly did. There can be little doubt that Sid Meier. 
Microprose s senior games designer and the grey matter behind 
Civilization is a bit of a top boy. He may look about as Interest- 
ing as John Major in one o* his less exciting moods, but when 
h*'s dead he'll probably be hailed as the Mozart of computer 
qjmes. Or maybe not Whatever, Sid remains on*? of the most 
influential creative voices in the games industry today - not only 
was he the co-founder of Micro prose, but he went on to knock up 
some of th«r best-known titles - Hellcat Ace, MS Strike Eagle, Silent 
Service and the superb Railroad Tycoon to name but four. With two 
million of his games sold worldwide, Sid knows what he's talk- 
ing about, "People can go to movies for graphics and books for 
storylines," he says. " They look to computers for interaction and 
stories in which they themselves are the main character/ 1 Quite 
right too! Rumours that an all-star four-part mini series about 
Sid's life entitled Meier - Man of Software starring Kevin Costner 
in the title role are unfounded at time of writing. Watch this space. 
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ItimateJy, what 
Civilization represents is a sizeable step 
forward for the strategy genre, by 
showing just how much is possible with 
a game of this type. 
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and uncluttered. It works well, allowing the game- 
play to operate unrestricted without swamping the 
pJayer with unwanted in formation. The best strat- 
egy games are always The ones that look a lot sim- 
pler than they really are, and Civilization 
is 3 sliining example. 

But although the game does much 
to make itselfas accessible as possible, 
it's still arguable whether there's too 
much substance for its own good. 
There's only so much the human mind 
can juggle at a hme r and sometimes the 
player gets the impression that 
Civilization's layer upon layer of math- 
ematical and strategic formula is sim- 
ply too much for the average to handle. 

In practice, however, it's a concern 
that's only like to be relevant for novice 
strategists, and ilmse who got their rocks 
off on the likes of Sim City and Railroad 
Tycoon should relish the opriortunity 
to have a bit more piled onto their plate. 
It's certainly a challenging experience, 
and due to the nature of the game, onp 
that will becom e more and more com- 
pulsive as time goes on and the play- 
er r s civilisation grows. 

What makes the game most inter- 
esting is that the player doesn't have to 
follow a iLneyj plan - instead he's given 
room to create challenges for himself 
^^^^^^ and pursue them - be it the discovery 
of nuclear power, the lead in the space race or all- 
out military supremacy. The feeling of megolama- 
nia is overwhelrriing, as there are no strict guidelines 
to stick to. After all, how can you feel like a global 
overlord if the game keeps telling you what you can 
or can't do? 

Ultimately, what Civili zahon represents i.s a 
able step forward for the strategy genre by showing 
just how much is possible with a game of this type. 
It's huge, compelling, compulsive, intriguing and 
- most importantly - very, very enjoyable. It's also 
Meier's masterpiece to date - what he'll come up 
with next doesn 't even bear thinking about. 

* Gary Whitta 
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ROBO 



t's been a bit of a lean time recently for console-less 
platform game fans. With the likes of Mario TV on the Super Famicom and 
Sonic on the Megadrive grabbing both the headlines and the plaudits, there's 
been little for the computer owner to do but look on with envious eyes. 



Well, now there's a new platform game hero in town 
. and this time he's on the Amiga, 

To say that Robocod is a Marie clone is something 
of an understatement It's akin to saying that Coke 
tastes like Pepsi - they share so many similar ingie- 
dients that they're bound to be alike. In designing 
this sequel to the polished but flawed ]ames Pond, 
Millenium has taken ideas from Mflri* and - to a 
lesser extent - Sonic and interpreted" them (Lfl. 
changed them enough to avoid soMtor-style encoun- 
ters) for inclusion into Robocod. Which, it should 
be stressed, is not that a serious criticism. After all, 
there are only so many game ideas knocking around 
and if you're- going to borrow from anything you 
might as weU borrow from the best, And as long as 
the ideas are adapted well, who's really to complain? 

Robocods plot picks up where James FtoffwTf left 
off, with the scurrilous Dr Maybe fleeing northwards 
to lick his wounds. While trekking through the icy 
wastes of the North Pole the bad Doctor stumbles 
across a mysterious Toy Factory, the proprietor a 
one Mr S, Clans. So, seeing the perfect opportuni- 
ty to exact his bitter revenge on the world, Maybe 
hides exploding penguins in the various toy ware- 
houses . And, to prevent anyone tampering with his 
nasty deposits, Maybe Lot- wires the factory's median- 
kal toys and turns them into lethal robotic guardians. 
Fortunately word of this foul plot leaks out and it's 
the job of James Pond, now known as Robocod 



because of his shiny new suit of robo-armour r to 
save the day by deactivating all the lethal penguins 
and ensuring that all the ickk kiddies get their Xmas 
prezzies. Sweet enough for you? 

The game opens with Robocod standing at the 
gates of the Toy Factory, and this is where the play- 



er catches his first sight of the marvellous graphics. 
The cutesy sprites and lavish backdrops are all drawn 
and coloured well and are full of life a nd humour, 
and the obvious care and attention to detail that's 
gone into designing them remains consistently high 
throughout the game. The parallaxed backgrounds 
are superb, with fine uac made of witew b^ing 
to give an impression of depth. The smooth multi- 
way scroll is amazing and almost readies Sonic veloc- 
ities at times (though it does have a tendency to jerk 
slightly at these high speeds). The tunes are of an 
equally high standard (special mention should be 
made of the boppy Rcbocop theme remix on the title 
page), even if they are a in p^es. 

Outside the Toy Factory there are no baddies bou r u 
ing around, so it provides a good opportunity for the 
player to become familiar with the exeeDent well- 
designed joystick control. As any platform gamer 
knows, one of the most important aspects of game 
design Is control over th* player s on screen Char- 
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]fs all very well having H mega' grap]> 
o and '&b' sound, but if the controls are slow 
or clumsy then the game will probably be con- 
sgned to the dusty top shelf even before the 
dfcc drive has stopped whirring, A recent oil- 
Frit of this is a certain game by a popular set 
of 'Brothers'. T think you luiowwho I'm talk- 
ing about. 

Fortunately, there are no such problems 
here. Robocod's programmers have obvious- 
If spent a lot of time looking at the game con- 
trol in other platform games and have implemented 
the best ideas here. As a result Robocod can be made 
to perform a variety of moves from a single joy- 
stick without control ever becoming clumsy 
or uninstinctive. 

For example, in mid-jump the full-metal- 
■acketed fish can be made to twist and turn, 
allowing the player to engage in lots of pre- 
carious platform -perching antics. Like Mario, half 
of the enjoyment of the game comes from being 
ible to weave Robocod in and out of a variety of obsta- 
cles and still end up with one fin on a tiny little ledge* 
thus drawing suitably awed gasps of admiration 
from any friends who happen to be watching at the 
time. Another Mario steal is Robocod's b^y-bashin 
butt. By jumping on top of the nasties Robocod can 
give them a hefty whack, although it may well take 
more than one dank to send them to toy heaven. 

A novel idea, and one of (lie cleverest is Robocod's 
crouch. When Robocod's standing on a platform he 
retracts his aJl-too- vulnerable fins inside his robo- 
armour and hunches down, ducking him out of the 
way of flying baddies or bullets. Nothing too sur- 
prising there. But the really clever thing is that the 
screen scrolls down ton, allowing the player to get a 
preview of any dangers lurking below. 

In addition, when Robocod's in free-fall the crouch 
turns the fishy one into a living battering ram, knock- 
ing seven bells out of anything he hits. Not only is 
it a good way of seeing off the baddies (irs far more 
powerful than the standard slap on the head) r it also 
makes Robocod pretty much invulnerable. Thus 





Hmmmm. Mario tV and ofcocod. 
-I* Well, there's certainly plenty to 

compare. As mentioned in the 
* / main review, shares 
many similarities to Nintendo's 
plumber-cum-hero (and jt p s unlikely that 
this is down to chance), both in the 
fluidity of control over the main character 
and the sheer range of opponents and 
game tasks. Indeed, comes very 

dose to achieving Mario' % benchmark 
status, but a few things keep it from such 
lofty greatness. 

there are never any situations where Robocod has 
to unnecessarily risk life and fin by jumping into 
dangerous-looking voids - the player can always get 
an idea of the dangers below and act accordingly. 

fust as handy is Robocod's super-stretchy stom 
ach. Hitting FIRE makes Robocod's top-half extend 
skywards until it hits something solid, whereupon 
Robocod clings on for dear life and his bottom-halt" 
snaps up (o join him. Robocod can then monkey- 
swing along the underside of the platform until he 
finds a nice safe place to drop off onto. Exploratory 
use of this ability is also useful for spying out where 
secret rooms and bonuses are hidden. Being super 




o say that Robocod 
is a Mario clone is something 
of an understatement. It's akin 
to saying that new Coke tastes 
like Pepsi - they share so many 
similar ingredients that they're 
bound to be alike. 




Mario's multi-layered parallax, clearer 
graphics and amazing sound effects, for 
one, put it a notch above but 
these are partly due to the nlatlv* quali- 
ties of the host machines rather than any 
intrinsic design faults so it's a little unfair 
to carp on about these differences. What 
realty sets Mario apart is it's sheer longevi- 
ty* It's a far larger game than Robocod 
(which is saying something), with far more 
to discover, and this size is backed up by a 
clever SAVE facility. Some may argue that 
this is inevitable given the huge memory 
reserves of cartridges, but unlike the 
gmphici and sound this advantage does 
have a significant effect on the gameplay. 

But to put this criticism into perspec- 
tive, Rot is the nearest to a truly 
Afario-style game yet seen on the comput- 
er systems, and has enough original 
features to make It much more than 
uninspired clone and an essential buy for 
any platform game fan. 
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obocod has taken all the best elements 
platform game from Manic Miner to Mario Bros and 
skillfully blended them together to form a hugely enjoy- 
able and incredibly playable original. 



You «an toll fTinn this fvKiWi 
flipreiilon that hr'-S flfl-t the happleat 
iA camper* [prohabljf because lw 
spend* all day Jumping uo and d**n 
ori spines), so wall clear. 







0. 










lltft i i i i \ 





Aaa.HlldeeeelM Spikes! fcr> need to t*n 
yiHj Uiflt tbe»B IftfJw* aatrtnw pain in 
;ill fiihy Hrelomw lartrWUfcli I just 
appear to have done 50 anyway), arid 
cau-EiH RofcocOd to lose Drt* til W* 
pretlau* energy points. 

A ipJkeJJb Mafcea 
Ftohecdd leap high taita tfra 
.-" air wfttl *hech. jfiNmtf th* 
player a good chance to 
£le tian ante th* safety &f A platlorm. 
Ewe In the rjfrfhpaat pit tt*ls *upM*Wh 
leap Should see Mm to safety 




These rearing platform* are the fl*Jy way 
to gel Hohoend over WW huge bed 
poiitf* upikefl. At flmt this- may mil seem 
Bound so tough, but ynu den' I 
nalEta Is tiwit these plattonYrs al^n y« 
up. down, diagonally and aven In drcles-! 
Playetfi foellng particularly rWff) and 
UH*i curt try to Jump- up *md nub tr*» 
□Bib at thf tap irf Uli ecreen for i^trt 
■I. ii ii. h kiv^llnes-s. 



Bit of fl Rtrar^e pHnthmri, this, H wdems to **rve 
nr> other purpwa than lilting Ftotwead walk 1rom 
ana **t nf pans bat* «w "» Ht w l ,n eu1 fiertln^ 
riuj flrtt flirty 0*1 rJ» ground. Pretty useleaS. rwMy. 
But Who krWWS? Perhaps II MIuhNdw promotes 
acn^sK lu aome f*cret bflwejei ur hidden rucnv 
The ertly way to And out I* to experiment. 



64 £@3M 



id 



» three Jlte* Ivh 
and on* k kk*t 
Eh> firt* * l>«j<J T or 

i. Thmc >*iiiciw aim 

a new mf\mn£f pgkit up 
of fiVe. Truly I light for 



t — r 



m 



i i i 
ii 



- ~ I I T T 



I'l'iifii'x 1 ^ 



Hiepe a a rjwrvt-pa.£ked uoktair TV Hr b« 
^: '.i nr.. -.1. but tt'a »t W h r^hhid a walJ nrf 
chatty chunk*. Whaii a fl»Jt to do? 
Wall, \t'% ri^fld s4m(il*. Rubbed Just 

h« to jLniu on top ai that plunder 
Lhintfy anrf thla niake a rha crn>€C> 

chunks drop tcp the ijottom or trie 
««*n, Okay, fto It'* nai vxoctiv a 
problem gf Gordlart rwnplaslty ImjI 
thl* Ib one uf the training lafral*. after 
all. later anaciplaa ul tha uh of 
pkrfiearS and swltcrm-& aft a bll 
Wcklir^Bjf the wary, getting the TV 
maknm ttw KlOOfl tJu black and WWtfl. 
Vary B-trara^e.| 



Coma on. MlUanrdupi. wtial li 
4*&ing on? thlA ptatfonn 
flce&O't muva -n-J disappear nr 
dn anjKTJHrr£. It mus-t ba lor 
BOflialhaig: □m«r IPiah atttpmntf 
Raboeod tailing ai Hre spike*. 



Now, how dnfts Robocod reach, that penuuar? twj can't 
Jum^ mat Uteri, and awi nil amaaruj •tratCfty flfafnetcft bM 
usk In this, SltUfltlun brhna.uH« theie'a raflnriE tu add anlC 
The answer ling Ifl hat small yel*,*, black. These block* 
■ft*r ttwf «Eagu* and *hen Ruiwcod hsad-twttft (thaio various 
bOfMlBi and tfaedlei appear. In thla tumm tha block CQnlaai* 
a pak «| uingi, which Roooeud can tfrap mi and u*r* to fly 
up in tha penguin. 



Stage 2 



And *a r the and la near. Thra flaiHInc 

harr>er"a pale Ii what you^a br.cn 
Itiuklfiu; lor mi Btafie. Cama nn and 
Couch ip$, 



Wlm would hwi thought that 
lamajJiiiig cute could be ar> 
deadly. Vup. thlft h arte of T> 
Maybe" a enplndlnE petipJtna. 
RDbncncI baa to deactl^atO all 
of them ( by toiKfring them) 
balnrr+ the ajclt pel* Into* 
and ullnwf him to leave. 




No more Mr Nice Guys 



For a cutesy game the super bad- 
dies arc a pretty terrifying bunch. 
But forv-warned is fore-awmecl » 
lire's the full low-down on what 

they do. 

SIC TED 

Big Ted is very predictable. He 
f lies around at the top of the 
screen, then drops down in an 
attempt to crush Hobocod. But 
because he pauses before each 
crush there's plenty of time for 
Cod to nip out of harm's way. 

CAR WAftS 

The giant car bounces left and 
right around the screen, then 
stops, opens its bonnet and 
unleashes a couple of speedy 




homing minis at "Cod. Not nice 
at a J I. 

THE QUEEN OF HEARTS 

The biggest problem with this 
lovely lady is her speed. Like 
some overgrown Space Invader 
she zooms left and right rain- 
ing playing cards down Oil 
Robotod's head. 



A MIGHT AT THE BALLET 

Fighting the giant ballerina can 
get very confusing. The screen 
is mirrored down the middle, so 
there are two ballerina and two 
Cods on-screen. As the ballerinas 
furiously pirouette around, it's 
easy to lose track of which is real 
and which is fake. 



SNOW BUSINESS 

The final baddy. If you're big and 
hard enough to get this far then 
you should be able to work out 
how to beat him for yourself. 
And is there a surprise lurking 
under ail thart snow? Oh... Maybe. 
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Amiga version 



Vermynic*! You know you're in for something a bit special as soon as the 
hilariously bouncy fln&orap ttietne rem be kicks in on the title page. irKiee* 



^— the tunes and SFX are wonderful throughout Graphics are of an equal- 
|y high standard, with well-drawn humourous sprites gliding smoothly and quickly over 
paraMajtedcandy^colour background*. Given the game's variety inevitably there's frequent 
disc access between levels, but it's very short and sweet and doesn't »||«|| the 
flow of play. A treat all round. 



*3 ► tall makes Robocod a big target, so it 's fortunate that 
the baddies can t do him any damage while he's 
elongated. Any collisions with the baddies simply 
makes him snap back to normal size. 

The Toy Factory is split into fourteen levels, each 
accessed via great oak doors. fThere are further secret 
hidden Wis for the player to discover, but they're 
not vital to completion to the game.) Each door is 
marked with a graphical clue to the sort of nasties 
which lurk inside, such as a tennis racquet on the 
door to the sports level, or a cuddly teddy on the door 
to the fluffy toys level Some special doors are labelled 
with ominous-looking question marks, and these 
levels contain massive pseudo-'end-of-leve!" baddies 
to be defeated. 

The levels have been arranged 
to satisfy both players who like 
to rack up hi-scores, and those 
who like to make progress 
through the game to see the end 
sequence, At the start of the pme 
Robocod can go through the 
doors to one of two levels r the 
rest are locked, It is only neces- 
sary for the player to complete 
the harder of the two levels to progress on to the 
end-of level baddy room {which, when completed* 
leads to two more levels). Thus the 'prims' player 
can try to do both levels and pick up as many bonus- 
es and whack as many baddies as possible to get the 
biyh scores, while the impatient "progress' player 
can just complete the level he has to and mow on. 
Unfortunately it isn't possible to saw game posi 
tions. but because the player can short-cut fairly 



quickly to where he left off the old problem of bore- 
dom from having to replay the early sections is 
reduced. 

Marh lewl is split d- i^:: into a senes of sections, 
with the player's aim being to locate the Lashing 
EXIT pole. If it s found but it isn't flashing then that 
means that somewhere in the section there are still 
some of Maybe's exploding penguins active, lr which 
case Robocod must find and deactivate them {by 
touching them) betore he can leave. Bui due to intel- 
ligent linear map design, the placer is eenerally lead 
through all the major areas in a section and there- 




game you can remember [Mario, Sonic et dl) have 
been blended together to form a very tasty and in 
many ways unique mix. There are slow bits, there 
are fast bits, there are puzzly bits, there are against- 
tKe-clock bits - in short, something to suit every- 
body. Even on a console, with the huge amounts 
of memory they can access, Robocod would be 
remarkable feat of programming but on a humble 
512K Amiga it's little short of incredible. 

[t would be a shame to give too much away after 
all, half the fun of playing the game is discover- 
ing a section with an all new set of problems to 
solve and things to try out. But to give an idea of 
some of the treats that await, the player can expect 
to discover giant jellies arid, trampolines that bounce 
Robocod to astronomic heights, giant cars, planes 
and even bathtubs that Robocod can hop into and 
take for a spin (see the 'Come Fly With Me.,/ 1 box 
fur more on these bizarre modes of transport), can- 
nons that shoot Robocod onto otit-of-reach plat- 
forms, strap-on wings that ferry Robocod about the 
screen and upside-down levels where the player s 
controls are reversed (very confusing at first!). There 
are even underwater levels that play like a tribute 

to James PontL 

Robocod is the sort of game that computer own^ 
ers have been waiting a long time for, a game that 
is a more than worthy contender for the Mario 
throne. Part of the reason for this may well lie in 
the fact that Millennium simultaneously developed 
Robocod on the 16-bits and me Megadnve. 




obocod is the sort of 
game that computer owners have been 
waiting a long time for, a game that is 
a more than worthy contender for the 
Mario throne. 



fore there's rarely the need for annoying and high- 
ly tedious back-tracking, a problem that seriously 
mamd the player" s enjoyment of the otherwise fine 
prequel James Pond, Usually the problem isn't so 
much finding the penguins, it's how to reach them. 

The amount of variety is stunning, not fust in terms 
of graphics and sound but also in terms ol the dif- 
fering tasks that the player is called upon to per- 
form. Elements of just about every good platform 
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COME FLY WITH ME... 

Th*r* ar« times when Robocod p s standard- is sue hop, skip anil 
jump just won't do. By head-butting special question -marked 
blocks Robocod may discover a whole host of fish made vehicles 
to commandeer. But take caref Some blocks are booby-trapped and 
contain m high-speed nasty. 

PLANES... 

Robocod Air has an unrivalled reputation for safe, comfortable trav- 
el. From the big question-mark block, we can take you to any- 
where in the game world. And our in-flight service is second to 
none. Robocod Air - you're a great way to fly. 

_BATH£(Eh7),„ 

What could be better at the end of hard day than a nice, long 
soak? Using Heat Robocod' s economy schema you can have gal- 
lons of pi ping -hot water on tap at any time of the day or night. 
And our special bath suites allow you to fly around, the screen (a 
feature unavailable from any competitor). 

*mAND AUTOMOBILES 

The Robocod Red Roadster is the Ultimate Driving Experience. It's 
nippy in built-up areas. And it's unique bouncing ability (fitted as 
standard) gives the driver unlimited freedom to crush passing 
pedestrians. (Cue Berlin's 'Take My Breath Away 1 and lots of corn 
fields exploding into flame,) 
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Since the quality of platform games on the 
Mcgadrive and the Super Farnicom is incredibly 
high, any new contender has to be at least as good 
as the last 'best' to stand any passible chance of suc- 
cess. And it would appear that the hard work going 
into the Megadrive version has had a knock-on effect 
on the 1 6 -bit versions, raising them far above the 
usual standard of platform games on the home com- 
puters. 

What's so amazing about Robocod is the fact that 
the majority of the project - design, programming 
and graphics - was the responsibility of one man, 
Chris SomelL When you consider that you have here 
a ganie comparable to Mario IV (which was designed 
by a team of over twenty Japanese coders) you begin 
to realise quite what an achievement this is, and just 
how talented Mr Sorrel! must be. Doesn't it make 
you sick? But we rnusn t forget Richard foseph. the 
man in charge of the music and sound, who is also 
deserving of special mention. Without his jaunty 
jingles and amusing effects Robocod wouldn't be a 
tenth of the game it is, 

After all this praise and hyperbole [ tlrink you. must 
be getting the idea by now, so I'll state it bluntly: 
Robocod is a completely excellent game. Polished, 
playable and - thank Cod -fun, it's like a sweet breath 
of fresh air in these days of rehashed film licenses , 
turgid strategy games and written-by-numbers shoot- 
'em-ups P As good as Mario? M mm mm.., not quite, 
but ifs a dose-run thing and few platform games 
even get within spitting distance of Mario's bench- 
mark-hitting lofty heights. But the best platform 
game on computer? Without Lbc faintest shadow of 
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a doubt. Skate down to your nearest software shop 
and give Robocod a prime fillet plaice in your soft- 
ware collection now, 

• David Upchurch 
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Genre Adventure 
Publisher Sierra 
Developer Tyynami* 
Price / J4-99 
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emember Roger Rabbit? Disney's mulli- 
million dollai cartoon/live action epic that tried to both capture the imagi 
nation of today's yoof and rekindle the old Saturday afternoon matinee feelings 
lying dormant in all those affluent adults? There was something for every 



one. Hor the kids there was the crash bang anima- 
tion and for the grown ups there was a bit of sauce 
courtesy of Jessica Rabbit and some outrageous mug- 
ging from Bob Hoskms. Despite its adequate per- 
formance at the box office, the movie was deemed 
to be in a two-stools situation, containing turn-off 
elements for both audiences. Grown-ups weren't 
overly keen on lashing out £8 to see a cartoon and 
ver kidz didn't understand half the jokes, 

Willy Beamish adopts an alarmingly similar pol- 
icy. It's unclear exactly which end of the market 
Sierra are pitching at. The evidence on one hand - 
the machines it runs on r the slick packaging and the 
cost would suggest that the title fits into Sierra's typ- 
ically upmarket portfolio. The nature of the graph 
ic style and the storyline, however, would seem more 
akin to a kids' game, 

But hey, hey, hey! This ain't no comic strip for 
kids, it s an interactive cartoon, dontcha know?! 
Dynarnbt wanted to create something kinda sorta 
completely new, so into the pot went all these zanj 
ideas and gosh dam if this ain't what we ended up 
with. Yup- Even if the £ee wtflickers wide-eyed goofy- 
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ness of Dynamic bullshit may stick in one's craw, 
you ve got to admire their (entirely put on) daffy 
frontiersman spirit. Don't be fooled, though. Willy 
Beamish is a fun. primary, cute candyfloss overcoat 
wrapped, with varying degrees of discomfort, around 
a tried and tested adventure formula. 

Beamish and his companion (a frog called Horny) 
live in Fnimpton, USA; School's nearly out for the 
summer and all Willy dreams of is winning the 
National Nintari Gaming Championships which 
will be held during his summer break. The player's 
most basic aim is to keep WOly out of trouble dur- 
ing his spare time and keep in his gaming ability to 
National standard by regular Nintari practice. A 
plethora of sub-plots radiate from this central theme. 
The key to Willy s Nintari system gets confiscated, 
so he can t practise, he doesn't have the necessary 
entrance fee to the tournament etc Displeasing 
Willy' s parents will lead to a rise in the reading of 
the Willy s Trouble-thermometer. Too high a read- 
ing and Willy will be punished... 

Presented in flawless Dyad mix watch" n "dick ani- 
mation, the plot opens with Beamish, all gangly legs 
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in the term's final assembly 
y through a particularly turgid 
speech by Principal Frick. 
in Willy's rucksack) presumably 
tedium tolerance level than the pupils 
on Friclc, causing much pandemnni- 
ng the slap-headed Principal's gin- 
Red faces all round and a detention for 






the Detention scene while Willy dreams 
i fame and a dotty old spinster deals out a 
assignment that, finally, the player comes 
_ The cursor changes from the 
watch icon to an arrow, indicating 
f s some interaction to be had. 
\5 expected, the introductory sequence is 
inning enough and can be skipped 
or completely bypassed should the play 




w, 





into the game itself, the familiar Dynamix 
ion format is adopted, albeit in its latest stage 
of polish. Head & shoulders shots of characters mon- 
tigt over the fade-out backgrounds while in con- 
-r-^non. "Hie smart cursor floats over the play area 
izjrtging between an impassive diagonal arrow and 
a smaller "action" arrow indicating that there's an 
object to be taken or manipulated or a task to per- 
farm. Exits are denoted by a large green Exit sign 



It was Rise of the Dragon (an ACE 
^ Covergame* in fact) that first made 
UK software buyers sit up and pay 
^ / attention to Dynamic gam«. The 
story of a futuristic detective 
endeavouring to solve a complex narcot- 
ic related murder gripped both public and 
reviewers alike for all of a fortnight. The 
problem with the game, you see, was that 
it simply ended too quickly. Partially a 
symptom of Its own success. Rise's short- 
term appeal resulted from a) being fasci- 
natingly addictive and b) never allowing 
the player to languish in boring dead ends. 
The game moves along at such a pace that 
players putting in a lot of effort would 
finish it rather too quickly. 

Beamish suffers from similar problems, 
although to a less serious degree. There's 
enough freedom of exploration and sheer 
distance to cover to slow down the plot 
sufficiently - an indication of the frankly 
unbelievable learning curve of game 
development of which Dynamix a surely 
coming to the end. 




he game works fantastically well, fooling the player 
into believing he's only an impassive viewer and then 
allowing him to progress the story to satisfy himself. 



and possible sources of conversation are indicated 
when the cursor turns into a speech bubble. 

The player can examine objects by clicking with 
the right mouse button and turning his arrow into 
a magnifying glass. To save clicking over Mead" 
I screen areas, the glass will remain opaque as the 
cursor moves over objects for which there is no 
description, becoming clear when something of 
interest is in sight. A neat touch. 

Clicking on the left mouse button will cause an 
"action". If an object is near the cursor, it will be 
picked up, if Willy is near his Nintari, he'll begin to 
play and so on, If the cursor is currently over an exit, 
a message will remind the player exactly where that 
route leads, When you consider that the disk is 
accessed virtually every time Willy leaves a room it's 
vital that no effort is wasted to-ing and fro-ing between 
erroneously selected locations. 

A great deal of thought and care has gone into 
Willy Beamish s presentation, Graphically it's a 
dream. The hand-painted super-detailed backdrops 
will be the most familiar point of reference for 
Dynamix fans, Jn 256 colour VGA, they are quite 
superb, and work surpmingly well with the cartoony 
nature of the rest of die game, Distinct from Rise of 
the Dragon, the central character controlled by the 
player fie; Beamish) is visible on screen nearly all 
the time. When he interacts with objects and peo- 
ple, he'll position himself in an appropriate place to 
do so . 

This is a more important point than it may seem 
at first. Dynamix have gone to a lot of trouble to 
ensure that Willy s character comes through m the 
game r and having him on the screen moving around 
is by far the most dramatic way to keep him at the 
forefront of the player's mind. The whole point is 
that the player is supposed to behave as Willy would, 
not as themselves. Having Willy sitting on a chair 
in the kitchen dangling his legs may not seem like 
an especially worthwhile expenditure of disk and 
memory space, but it helps stuffy old grown ups slip 
into character more easily. 

SutfnmjiLily, [Ktrhaps the part of the game Into 
which the most effort has gone is the least notice- 
able. Willy Beamish is absolutely rife with animat- 
ed touches which continually flit around adding 
interest and humour, However, perhaps because 
I the job of making the player feel that he is watch- 
ing a cartoon has been so professionally achieved, 
it's easy to take these touches for granted After 
all, it 'd be a pretty boring cartoon if only the 
foreground characters moved, wouldn't it? If 
that sounds churlish, good. It's possibly the best 
accolade that I can pay Dynamix' impossibly 
successful first try at mimicking the cartoon 
genre. On mis level, at least, the game works 
fantastically well, fooling the player into believing 
he's an impassive viewer and then allowing him to 
progress the story, in however limited segments, to 
satisfy himself. 

The pacing of die stories of Dynamic games has 
been criticised in the past, Rise of the Dragon was a 
particularly good example of the team's reluctance 
to let gameplay get in the way of good storytelling. 
The determination to continually pull the player 
through the story meant that the game was really ► 72 
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ic icons for family structures, 
while being about as subtle as being hit on 
the head with a brick, make it easy for the 
player to deal with complex dialogue. 



eet the crew! 

Here we, have a breakdown of the most important charters 
In the game-. All of which must ba dealt with In Willy's 
own individual style If the player Is going to save Frumpton, 
Working clock wise from tht top left; Willy himself. Cute, 
nine, and fresh out of school for the holiday*; Leona 
Humptord and Louis the man who runs the plumber's union. 
Why Is this snobby society dame In cahooU (and a hot tub) 
with this grease monkey? Dad. He 1 * In a whole lot of 
trouble. He's got no job, Brtanna, your slater Mr Frick, boring, 
bald and bland, the fiery-tampered slap-head Is a source 
of constant fear for little Willy. And Anally r your frog. Homy. 
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IN CHARACTER 

Just like any cartoon, Willy Beamish Is 
packed full of colourful characters- to meet 
and befriend. Adventure games nave always 
had a hard time convincing, players that 
they are dealing with anything other than 
a complex fall-through menu system, but 
Beamish manages better than most. 
Early acrventures which purported to Include 
individual characters which go about their 
business were, to be honest, laughable, 
Even games heralded as landmarks for their 
time like Tne HebWr. are pretty neanderthal 
by Willys Standards. 

The most common problem was that of 
essentially simple characters trying to 
converse usJn^ an equally simple language 
parser. Quite often It was tricky enough to 
Pick Up The Axe. And given the myriad 
possibilities of language ami dialogue. It 1 * 
hardly surprising that you could never make 
Thorln understand anything you said. 
Hsre, by limiting the ifrfeerttotlun with the 
characters with use of multiple choice 
options, the designers have allowed each 
response to yield a reasonably interesting 
branch. 

It's the characters In Beamish which 
bring the game alive. They all have their own 
traits and fables., and help pep up the story 
even when nothing of significant benefit 
to the plot Is going on. 

In times of stress and frustration. It's 
tempting to speak to anyone just to pas* 
the time (talk about art I ni imitating life). 
However, Wily must take care, for a careless 
word from the mouth of a nine-year-old can 
lead to hellish consequences meated out 
by big, grumpy adults. 
Also, the fact that everyone In Beamish 
fits neatly Into their own little 
stereotype makes It easy to use 
the characters to your advantage. 
Heaven help us when anyone 
works out how to mimic k real 
personalities and character In 
real life, or well spend out whole 
lives gemtimfy misunderstanding 
and getting aggravated wrth each 
uther. 



■SS371 





69 1» pretty easy, and enormous pointers were continu- 
ally being given as to what exactly the player should 
do next. The success of the storyline was the down- 
foil of the game. You wouldn't expect a futuristic 
detective movie to last particularly long, and nor did 
the game, 

Willy Beamish is a far more accomplished title in 
this area. UK rf^ean while" cutaway stents will 
yield information about which Willy would other 
wise remain ignorant, and these help, but it's the 
development of plot aspects which the player can't 
act upon at the time which really do the trick. 

Frumpton itself is a sizable place, and quite apart 
from anything else, there's a lot of exploring to do. 
What with it being the summer break, Willy has a 
lot of freedom and he can travel around Springfield 
pretty much as he pleases, as long as he s at home 
in time for bed. To an extent, this freedom helps to 
combat the feeling of being led by the hand through 
the adventure, since on a geographic level at least, 
it's so flexible, 

MY, WHAT A BEAUTIFUL PACKET! 

Sierra are, without any question, kings of the Packaging empire. 
Their products simply stink of class and care. None of your photo- 
copied shsats sellotaped to a registration card here. Oh no. And 
every Sierra game comes with a completely free playing guide pre- 
sented in a manner appropriate to the game itself. 

Leisure Suit Larry 5. for example, comes tree with a copy 
ofPtayspy magazine, offering some useful game hints for adventurers 

who take the time to look. 

In Willy Beamish's case, however, we have Willy's very own 
private note book. Now this is a real gem. On top of Willy's rather 
amusing juvenile drawings of A-10 Tank killers and his rampant fan 
tasies about being interviewed by top TV host Dan Lather after his 
triumph at the forthcoming Nintari Games Championship, we have 
some useful information about Frumpton and rls environs, the char- 
acter flaws of many local folk and so on. All in lovely colour. 

Yet again, the Americans show us the way to present games 
and make them feel like a package, rather than a box of disks. 
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Beamish isn't so flexible where the story branch- 
ing is routed through dialogue. Willy s responses to 
other characters' questions are, at best, limited to 
about three choices. Frequently, the options are so 
limited that playing feels more like reading a Fighting 
Fantasy book than a game with umpteen megabytes 

of code. Some options are only 
in there to be ignored, since they 
neither process Lhc plot ur pro 
vide more than a funnyonce 

Sag- 

A large subplot in the game 
features Willy's dad Gordon look 
ing for a job Recently fired from 
a reasonably senior management 
post, Willy s dad is finding it 
tough to make ends meet. 
Untekncpwn to Gordon, the only 
firm in town willing to interview him - the TaotSweet 
artificial sweetener company - are in unspecifk but 
undoubtedly grizzly cahoots with roughhouse 
plumbers' union bosses. They somehow plan to take 
over the town and are looking f or a dweeby fall 
guy to take the rap- Willy must prevent his dad 
from getting the job or persuade him it's a bad idea 
without explaining why. As you can imagine, this 
leads to much hilarious, misunderstanding and some 
scorching scores on the Troublethermometer. 
, A daunting subject for the writers, I m sure, is that 
Willy Beamish is A Funny Game, Humour has tra- 
ditionalty been the dement which has made American 
games blatantly incompatible with the UK market. 
Far worse than an iffy sound card problem, a cheesy 
Yank gag will have Brit gamers grinding their teeth 
like there's no tomorrow. While we re all splitting 
our sides over delicate inflection-driven double enten- 
dres, the Americans are hitting each other with cus- 
tard pies. Well, that's what we're keen to believe, 
The humour running through Beamish is refresh- 
ingly universal. By keeping it on a sufficiently 
lightweight level (bald people are funny, eating pizza 
makes people fart) and relying on the actual char- 
acterisation of the other people in the game to make 
the scenes funny, the game works. An occasional 
toe<urler can be found in the "ironic" descriptions 
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of the objects and location s but for ihe most part, 
the heavy downing has been left alone. 

Character behaviour is. surprisingly realistic, albtit 
stereotypical- Perhaps because of the rartoon cari- 
cature nature of their action?; , it's a lot easier to pre- 
dict their moods and act in a way that will benefit 
Willy accordingly. Basic icons for family structures, 
whJe about as subtle as being hit on the head with 
a brick, make it easy for the player to find his way 
through reasonably complex dialogue routines, 
Gordon is in a bad mood because of his joblessness, 
and so when he asks Willy to do a favour, it's best 
to act immediately. Willy's sister Tiffany is a spoilt 
bitch and deserves to be treated with utter contempt. 
And Mom is strict but fair. You get the general pic- 
' ture. 

So r what's the deal? An interac- 
tive cartoon? Well, yes actually. But 
remember that cartoons liave their 
limitations. Just as Dynambc have 
accurately raptured the humour and 
improbability of comics, they've 
brought with them some comics' 
undesirable baggage, fust as if s easy 
to find idsnusemcrit with the glar- 
ing social inadequacies of the char- 
acters and the 'tache twiddling 
schemes of the bad guys, it's easy 
to get frustrated at the apparent lack of complexity 
and subtlety inherent in the nature of such a kinet- 
ic, cartoony environment. 

What is undeniable, is that Beamish should do 
aurjy with the longevity critidsms aimed at Dynamix 
recently. It's a big old game and although it has its 
frustrations, there's plenty of awe-inspiring inno- 
vation too. 

Sierra and Dynamix seem to have made a rod for 
their own backs by simply producing games of too 
high a quality on a regular basis. Certainly when 
LompumJ lr> lots of its contemporaries, it is an out* 
right winner. It's a graphic marvel, is big enough 
to keep most players occupied for a good few weeks 
and is even more polished than the shiny chrome 
do me of principal Frick, 

A Jim Douglas 




PC Version 



I C PC Owners should be thoroughly familiar with Sierra's style. 

<^V/ O Classy packaging, excellent manual and plenty of disks. Play- 
\/ '"9 * rorn floppy is an absolute no-no and the constant hard drive 
access can turn into a bit of a chore. Owners of VGA machines are in 
for a visual feast (the shots on these pages are VGA) sound board owners (both 
Roland and Ad Lib} are mercifully saved from the ghastly beep-beep interpre- 
tation of the incidental music A sound investment, 
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Genre Arcade Blast 
Publisher Ocean 
Developer Digital Imapc DeaLgn 
Price i^5-99 



ROBOCOP 




t*s got to be said that as a concept Robocop has always been a bit..* well... ludi- 
crous. 1 mean, how can you really take Robocop seriously as 'The Future of 
Law Enforcement' when theoretically he could quite easily be destroyed by a 
single shot in his woefully unprotected face 3 And with that shiny plastic 



armour and mincing walk you can't help but feel 
that o;i seeing him really hardened criminals would 
be splitting their sides rather than wetting their 
pan is. Indeed, without the films' darker-than-dark 
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humour and over thp hnp violence, it's doubtful 
whether audiences would have been able to accept 
Robocop as anything other than a complete laugh- 
ing stock. 

So, given this somewhat ridiculous creation and 
the hyper success of the crime-bustin 1 Turtles, it's 
perhaps not so surprising to learn that Robocop is 
currently being groomed for a somewhat younger, 
less^manduig and potentially more lucrative audi- 
ence. Already the Kevlar-coated copper has made 
successful forays into comics and cartoons, and 
apparently in the new sequel the graphic violence 
of the previous films is being drastically toned down 
for a lower certificate. Whether you consider it cyn- 
ical exploitation or not, you've got to admit that as 
a marketing move it's flawlessly brilliant. Jusl'think 
of all the spin-off merchandising possibilities: "In 
your own home re-enact the exciting moment when 
Robocop shoots the rapist in the nuts with the 
Robocop 3 Back Alley Play Set!" The mind boggles. 

Of course, clever old Ocean saw Robocops kids' 
appeal years ago when it licensed the tin tit-head's 
original film for conversion into computer game 
form. A phenomenal success, it arguably set the 

standard for Oceans film licence Tn rnutla . i.e. lake 



some simple platform action and add a few 
equally-simplistic puzzle or shoot/em-up lev- 
els to add variety. It's a formula that's been 
much criticised recently, with the Darkman 
and Terminator 2 games showing definite signs 
that the long-dead horse has been flogged beyond 
its limits. 

Following last year's Robocop 2 game, which 
was little more than a slicker version of the original, 
Ocean really had no option but to do something spe- 
cial and different with Robocop j. After all, I doubt 
whether even the most fanatical Robocop groupy 
would be able to stand a third platforms n 1 puzzles 
outing, And it certainly aroused more than a 
link interest From the computer press when 
Ocean announced that Digital Image Design , 
were to be Robocop j'i developers. Best known 
for 3D-polygon aflairs such as F-2$ Retaliator 
and the oft'-delayed-but-finally-to-appear-soon 
Epic, many expressed surprise and more than a lit- 
tie disbelief that DID had received the job. Many 
joked that this was going to be Robocop in 3D- But 
the jokes on them because... it is. And a few niggles 
aside, the good news is that the jD twist works amaz- 
ingly well and arguably makes Robocop 3 the best 
film licence yet. 

On loading up trie player is given the option to play 
either the Movie Game or the Arcade Game, 1 n the 
Movie Came the player takes part in various sequences 
■ irderi'd according to events in the film, while in the 
Arcade Game the player can choose between five 
earnes, each a variant on sections in the Movie Game. 
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In terms of graphics, there- couldn't 
be more difference between 
Robocop 3 and Ocean's previous 
Robocop 2 game. Out are sprites 
V and platforms and in are polygons. 
However, fans of the films' excessive 
violence will be pleased to hear that the 
body count in both games are on a satisfy- 
ingly similar high level. Although Robocop 
2 was perhaps a slightly more enjoyable - 
albeit unoriginal - game, as a film-like 
experience Robocoj wins hands down, 
and as such comes highly recommended* 







Not only do these provide a good chance to practice 
the various game elements before they're encoun- 
tered in the Movie Came, they're sufficiently dif- 
ferent in their own right to add extra value to the 
package as 3 whole. 

With the Robocop 3 movie not due until 
Spring/Summer of next year, the Robocop 3 game 
is in the unusual position of appearing some time 
before the actual film itself. This brave move gives 
some indication of how special Ocean believe their 
game to be, with the company happy to let the game 
stand or fall on its own merits other than coat-tail 
the film's puhlicity and hype. And if nothing else, 
it provides fans of the film with a sneaky preview of 
the plot. 

Robocop j J s story kicks off with the shock announce- 
ment of OCF's takeover by Kanemitsu Industries, 
a ruthless Japanese company. Keen to accelerate the 
construction of Delta City, OCP have formed friend- 
ly REHAB units to rehouse the tenants of Old Detroit. 
At least, that's what Joe Public is being told. In real- 
ity, the REHABs are using terror tactics to clear the 
slums by force, making thousands homeless in the 
process. 

In desperation the terrorised citizens band togeth- 
er to fight back. Through means too complex to go 
into here, Robocop finds out about these dirty deal- 
ings. Unable to disobey his prime directives to 'Uphold 
the public tnuf and "Protect the innocent' Robocop 
goes renegade -nd joins the rebels. Things come to 
■j -lead after a v r --.ijivd Rnhnrnp Hefpjits a *mall 
ai rny of tanlo|and ED-iogs sent in to reduce the 
slum area to rubble. The disgraced 
Kanemitsu Industries decide to put 
an end to Robocop's meddling once 
and for all, and the Film di* 
mans in a titanic clash between 
Robocop and Kanemitsu's 
robotic Ninja assassin! 
Exciting, eh?" 

The game is split into eight 
major action set-pieces. In 
between each set-piece there 
are chunks^ of plot related by 
a combination of 'Meanwhile../ screens and vec- 
tor/bitmap animated sequences. Most commonly 
these are framed as 'Mediabreak' news reports, with 
the ever-smiling news readers happily relaying the 
latest mass murders and body count figures to the 
camera. These, In particular work very well r neatly 
conveying relevant information in a manner appro- 
priate to the movie. Good use is made of TV-style 
flash graphics and muted colour tones., and the pre- 
sentation throughout is exemplary. 
The eight action set-pieces are based around four ^78 



he good news is that the 3D 
twist works amazingly well and 
arguably makes Robocop 3 the 
best film licence yet. 
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PICTURES AT ELEVEN... 

Each of tha five Arcade Games is treated as a 
news Item Off Meelabfeak. Take it away, Casey... 
... And the five fop stories tonight: 
The OCP employees heW hostage by terrorists 

were freed tonight when company heads sent 
in Robccop to deal with the situation. Police 
chiefs, who had been attempting a peaceful 

nwgpttart mulmmBt, Bin hwpawWi 

and calmed that the hostages' lives had been 
put unnecessarily at risk. 

Splatterpunk gang leaders wees reported to 
be bowed hut tvrt defeated after their unsuccessful 
skirmish with heavily-armed police units Intfia 
slum areas of Old Detroit last night. OCP 
categorically denied allegations that the "Funk* 
were fighting to protect their homos from njfhtets 
redevelopers. 'Huhbtsh. These are just common 
Htreet scum. They just happen to have high- 
power machine guns H r said an OCP spokesman. 

Detroit police claimed another victory in the 
war against car theft today when they caught 
thieves red-handed trying to steal an antique 
Rolls-Royce. The owner, millionaire Anton Gere, 
was also arrested when police discovered the 
Rolls ran on unleaded petrol. In an Ironic twist, 
judges awarded Gere a longer prison sentence 
than the thieves. 

• Today the public gots Its first glimpse of 
Robocop 1 * new Gyropack unrt as tt was taken 
through Its first street trials, f>CP officials were 
reported to be 'delighted*, addng 
"Hobo s fought 'em on the 
streets and on the roads, now 
he'll fight 'am in the skies. " 
Tomorrow sees the contest 

between OCP and Kanemltus 
Industries to see who con build 
the better robot, Kaneniifsu's 
robotic Ninja will face off against Detroit's very 
own Robocop In a slug match to be broadcast 
live on this channel. Go Robol 

This fis Casey Wong reporting Ike fur M^break 
Remember: You give us five minutes, and well 
give you the World. 
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75 ► The eight action set-pieces are based around iour 
main events: Robocop patrolling on Foot, in a patrol 
cai and in the air (courtesy of his sexy new Gyropack) 
and fighting a Ninja opponent mano a mano. 

The most enjoyable and involving of all these is 
the foot patrol The player views the 
action through Robo's 'eyes'. As Robo 
clanks through the streets of Old 
Detroit or the corridors of the OCP 
Tower, punks and terrorists leap out 
of the shadows, attacking with guns 
and grenades and gradually eroding 
Robocop's efficiency (the- robotic equivalent of 
health). Via some sharp work with die mouse, the 
player can return fire with the aid of a green crosshair 




requently there are 
times in the game when you do 
actually feel like you're taking part 
in the film. 
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and a tap of the left button. But it's not quite the 
turkey shoot is sounds. Mind-numbingly stupid 
civilians amble into the midst of the raging firelight, 
-ltkI shooting one of them causes an immediate sys- 
tem shut-down due to the conflict with Robocop' s 
prime directives. 

A neat (and realistic) touch is that the corpses of 
the slain villains don't disappear, but remain litter- 
ing the alleyways (which is handy on the maze-like 
levels for keeping track of where you've bcrn - a bit 
like a gorier version of Theseus 1 hall of thread). Some 
(for want of a better term) 'out-of Robocop" views 
are available, but although they look good they don't 
make the process of actually playing the game any 
easier. 

At their core these sequences are little more than 
Operation Woi/clones r with success simply being a 
question of shooting the bad guys before they shoot 
you. But the freedom to walk smoothly about the 
detailed jD environment and the sombre graphic 
design add a whole new dimension to the action. 
Rather than attempt to depict the assailants and the 
innocents realistically (which given the obvious 
colour and detail limitations on the home systems 
would probably have tailed miserably), DID have 
gone for a more impressionist style, with figures lit- 
tle more than moodily backlit outlines. 

Tt all wnrks incredibly well, with a surprising amount 
of tension building up m die shadowy dvilians/nwp* 
emerge from the gloom - and for once the player 
actually does feel as if he is Robocop, dispensing 
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harsh but fair justice from the barrel of his gun 
through tile means sin vis of Old Detroit, 

The patrol car sequences work equally well from 
a technical point of view r but are less satisfying game- 
play wise. Again the player views the world from 
Robocop's eyes as he sits in the seat of his patrol 
car. Although the roads are fairly busy and there arc 
plenty of well-detailed roadsigiis, telegraph poles 
and toll-booths along the side of Ihe road, there's a 
curious sparseness of any actual buildings. Obviously 
the OCR's demolition work is more advanced than 
people think Generally the aim is to locate an escap^ 
ing criminal's vehicle and ram it off the road Chase 
H.Q.-style while avoiding the civilian cars. Every col- 
lision or shot reduces Robocop's efficiency, and the 
trick is to do more damage to the criminals than 
they do to you. This is not easy r especially as the 
perps are packing some heavy-duty firepower. 

The joystick control is simple left/right/acceler- 
ate/decelerate, with the SPACE bar used for rapid 
braking. The car accelerates slowly between o and 
30 m.p.h., but at speeds above this a special turbo 
kicks in, rapidly bringing the car's speed up to 
Sonxp.h. It s a good control system, allowing pre- 
cise movement around comers while still permit- 
ting rapid pi ogress on tlie straights. While if s possible 
for the player to drive off the road, it sevrrdy limits 
the player's top speed, so any short-cut taking should 
roTiflidered carefully. Often it's better to take the 
what initially appears to be the longer route. Again, 
a variety of alternative views are available, with some 
good 'chase' ones where a floating camera moves 
around the scene finding Ihe best angle on the 
action (even if they do make ihe actual job of driv- 
ing impossibly difficult). 

Given DID's flight sim background it s no sur^ 
prise to discover that the aerial combat sequences 
u f Robocop \ are the most technically accomplished. 
Elasically it plays like a cul-down flight sim. with an 
equally cut-down. and simplistic task. Robocop sim- 
ply has to fly around the spartan Detroit shooting 
down a few choppers and blowing up a legion of 
tanks and ED- 209s (which, by the way, are incred- 
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wdl -animated), avoiding return fire and crash- 
ing into the skyscrapers or the ground. It's the seg- 
ment that least feels as if it belongs in the game, 
mainly because without having ^-m it on film it's 
hard to accept Robocop flying through the air like 
some tin-plated Superman. Is it a bird? Is 
i t a plane? Mo, it's an excuse for some spin- 
off toys. 

Without doubt the most disappointing 
sequence is the hand-to-hand combat 
between Robocop and the android Ninja / 
assassin, Due to the graphic complexi- 
ty tilt action ts rather sluggish., and Robocop's 
combat moves are distinctly limited Robocop 
can simply walk around, duck and punch. 
Success is largely a matter of avoid ing the 
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Amiga version 



Top-notch all round. DID have done amazing things with the 3D, 
especially in the foot patrol sections. Sound is good too, with 
some suitably low-key tunes playing softly in the back- 
ground to heighten the tension. Both conspire to generate 



an incredible amount of authentic Robocop atmosphere. Thanks to some 
excellent disc management the amount of disc swapping is virtually non- 
existent - nothing spoils the flow of a game, especially one as narrative 

Nuija's blows and timing the punch well, based as this, than constant disc messages. 

which given the sluggish movement and 



control response are not the easiest tasks in the 
world. However, there is a definite knack to it. 
Although the first couple of games reach unbeliev- 
able levels of frustration as the Ninja hacks you to 
the ground time after time, it doesn't take long to 
' learn the newer-fail tricks. Given that the final sequence 
in the game centres around this combat, it r s a bit 
of a distinct anti-climax. 
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THE NAME REMAINS THE SAME... 

It's all change for the new Rob o cop 3 film. New story angle (less 
violence* more tech no-toys to increase kiddy appeal}, new plot 
(well, it's always nice when they make the effort isn't it especially 
hearing in mind the carbon-copy depths that Die Hard 2 plumbed), 
new director (Fred "The Monster Squad" Dekker replaces Irwin The 
Empire Strikes Back 1 Kershner, but that's no real surprise - Kersh- 
ner replaced the original's Paul 'Total Recall 1 Verhoeven) and a 
new star. 

Yup, that's right - a new star. Peter Weller is no longer the man 
in the iron suit, Apparently he couldn't face taking on the physi- 
cally-exhausting role a third time. And let's face it from an actin 
point of view it can't be the most satisfying job in the world try- 
ing to convey the whole panoply of complex human emotion via 
the mouth. So, for Robocop 3 the acting chores go to an former- 
ly unknown American mime artist. There's very little information 
on him at the moment - even Orion's PR company don't know his 
name - though apparently his chin is identical to Weller' s, so there 
shouldn't be any glaring continuity errors. 

Audiences will be able to judge how good a job he's done when 
the film's released early next year* 



DID are keen to make much of the fact that dur- 
ing the game the player is giver i several points where 
they can do things differently to the way Robo did 
it in the film and branch ofFon a new plot branch. 
Well, yes you can, but itfs distinctly limited, gener- 
ally resulting in the game ending abruptly or branch- 
ing back into the main narrative almost immediately. 
For example, there's a pivotal point in the game 
where Robocop is ordered by the REHABs to kill 
some innocent people. Robocop can either rebel (as 
in the film) or follow orders. Do the first action and 
\\w |^ame flows as normal, but do the second and 
the game ends abruptly with a Media break report 
explaining that construction of Delta City is pro- 
ceeding unopposed and the now-redundant Robocop 
has been decommissioned. Hardly going to get 
Lucasfilrn or Sierra sweating, is it? Carping aside, 
il does add some longevity to the product, allowing 
the player to replay the game to see the alternate 
endings. 

To be honest, Robocop j isn't quite as different as 
perhaps Ocean believes it to be, Like many other 
film he-ins it's a blend of several game styles - a bit 
of shoot- "em-up, a bit of driving, a bit of beat- r era- 
up - with tile simplistic nature of each element com- 
pensated fur by the sheer variety on offer. However, 
the quality ground-breaking 3D presentation adds 
an incredible amount to the game, and the games 
are good fun, only let down by the limited thump- 
ing section. And frequendy there are times in the 
game when you do actually feel like you're taking 
part in a film. Which, at the end of the day , is prob- 
ably the best recommendation I can give. After all, 
isn't that what you're buying Robocop 3 for? 

■ David Upchurch 
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Genre Arcade Blast 
Publisher Ocean 
Developer Probe Software 
Price £25.99 




SMASH 





i the body count! This 

is how games should be. If you thought some of the sanies in vour software 
collection were violent, gory or brutal - think again. Smash TV is the most 




rollicking, most rucking, balls -out festival of carnage ever to grace a com- 



puter screen. And it's a scream. Converted by Probe 
Software from Williams' fantastically popular coin* 
op r Smash TV is based around a futuristic game 
show best described as It's a Knockout on PC P. 
Contestants either individually or as a team explore 
an enormous maze of rooms, collecting cash and 
goods prizes. Their progress is hampered, not by 
silly men in gorilla costumes throwing custard pies 
or trying to knock them off the slippery log with a 
water cannon, but by armies of zombies and 
mechanoid killing machines, 

Hosted by an impossibly annoying gleamy-toothed 
frontman, the show entertains the braindead 
population of some dismal future culture. Like a 
twisted extension of the good old USA, this is a 
culture where all moral values have been destroyed. 
Only the tawdry trappings of suLte ss such as matt-r 1.1. 
goods, wealth and fame mean anything in 
this society. 

The desensitised audience demands mcreasingly 
dramatic and thrilling television, while the contestants 
seize the chance of their 15 seconds of fame by the 
neck, willing to take on any odds and risk anything 



in the hope of becoming overnight TV stars. 

Deep within the many rooms of the sprawling TV 
studio lurk assorted monsters of trying Hastiness. 
Branching out from the central section where the 
audience and grinning frontman sit in safety, the 
players must fight their way through each room, 
working towards the end of each stage. 

Once inside a room, the players are shut in as the 
all exits are barred and the monsters pour on. Only 
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once the requisite number of creatures has been 
dispatched will the exits open and the players allowed 
to progress to the next stage. Depending on how 
brave or skillful the players fed, they can opt to either 
play straight through the level via the shortest route 
or dear each room and go for bigger prizes found 
in the bonus rooms. 

Everyone knows, however, that the score really 
isn't what games like Smash TV are all about. While 
: i s interesting enough to note how many luxurious 
toasters and handy luggage sets are being amassed 
as wave upon wave of mutant cannon fodder bite 
the big one, it's the determination to see what the 
next section Isolds which will drive players ever 
onward and will keep them coming back for more 
even when they feel they've readied combat saturation 
point. 

Let there be no doubt about it, Smash TV works 
best as a two-player game. In tact, that's a bit of an 
understatement As a one player game it J s somelhirig 
of a flop. This is no fault of the conversion. Quite 
the reverse, The coin-op was always far more enjoyable 
with a second gunner to scream at and airing, and 
the same is true of the home versions. Facing 
wave after wave of zombies is excellent fun when 
there's a human comrade watching your back and 
bailing yon out oi the tight spots, but to be honest, 
when a single player is on his own it can get a bit 
boring. 

In the initial stages, the bulk of the monsters needing 
shooting are fat baldy thugs wielding baseball bats 
and wearing an assortmenl of brightly coloured 
jerseys. A( this early stage, none of the enemies faced 
are particularly tough. It s the sheer number of 
assailants which eventually grind the players down. 
As the bodies are piling up, and the ammunition 
for one of the many oowered-up weapons Ls running 










f you thought 



some of the titles in 
your games collection 
were violent, gory or 
brutal - think again, 



low, careless players may well find themselves 
cornered and simply over-run. As the monsters 
flood into the room through first one entrance, 
then another, then another, a corner of the room 
which was previously reasonably safe can turn 

> J deathtrap in a matter of seconds. It's this 

continual relentless demand on trie players ' reactions 
which makes Smash TV such an addictive game. 

Unusually for an arcade blast. Smash TV comes 
with a wealth of control options, offering even the 
most particular player happiness on the joystick 
front For a kick off, one or two players can play. 
And each can opt to either use one or two joysticks, 
i The former necessitates some keyboard tapping but 
doesn't require the purchase of joystick- splitters. 
The latter, while incurring a reasonable outlay 
(around £ 10} enables the players to use one 
stick for movement and another to direct 
their fire, 111 this mode, no fire-buttons are 
needed and furprisingly, ir's nowhere rit ar 
as irritating trying to deal with two joysticks as 
you may imagine. 

The obvious advantage of the latter setup, as any 
Smash TV player will know, is that it isn t necessary 
to fire in the direction of travel. Simply, this means 
that the players can run away from a tight situation 
and continue to fire back into the nowd of pursuing 
monsters. Like somH Jammer- 1 lorror Pied Piper, 
the player can circle most of the early screens working 
both sticks in unison, leading the ever- growing 
horde to their deaths. 

In fact, rather than simply being a handy novelty, 
this is a vital element of the game. Smash TV just 
doesn't work using the first control method. Even 
though Probe have done their utmost to cater for 
players with only one stick, the continual need to 
hold down a key either biking the I in; direction 01 





Smash TV r while distinct in style, has 
most in common with Storm's 
excellent 5IWV, simply because is 



such an honest-to-God blaster. In 
both titles, game-slowing frills are 
non existent and all the efforts have been 
concentrated on providing a continual 
adrenalin boost for players. Just as SWtV 
gives a slightly evil feeling of satisfaction 
as the enemy helicopters and tanks 
explode, so Smash TV delivers similar 
thrills albeit on a more close-quarters, 

toggling on the backwards-firing option is just too 
frustrating and distracting, 

Two-player fun can stitt be had if only one stick 
each is available, though. By selecting a one-player 
gaum with Iwii joysticks, a degree of the team-up 
comradeship is available as one player controls trie 
m«„ 1 d teoll „™ tt oi S fc6 I ,„ g d ilM i„„ 



personal feel. Perhaps because you can 
almost single out particularly irritating 
monsters and pick them off in whichever 
way you prefer, Smash beats SWtV on this 
front. 

However, SWtV manages to retain its 
crown as Arcade Blast Benchmark by 
simply having a touch more class, 
Smash's ready ruggedness is occasionally 
fust a touch too rugged and primary. 




of their joint on-screen persona. Far from being as 
useless as this sounds, it's actually most amusing. 
It demands some serious teamwork and compatibility 
between players, perhaps even more so than when 
each player is controlling a character of his own, 
since there's a strong element of competitiveness 
there as each player scrambles for the besl prizes 
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POWER-UP EXTREME! 

As the levels of Smash TV turn It from simply 
ore of the most uloodthirstily violent games of 
all tfrne Into something reaflv gory, so the number 
of extra weapons available for collection 
Increases. 

Now, obviously. puwor-jps in arcade games 
are no big news, but the ones available In Smash 
TV do actually make soma genuine dWerenee 
to the way the game Is played. 

In fact, the power-up* become so sought attar, 
often providing the only survival route through 
a particularly perilous stage, than players wlH 
end up fighting over who needs a particular 
weapon more. Again, this is where the team 
element* of Smash came te the foie, as it 
certaMy isn't the case that a continual stream 
of extra weapons will 




flow through the play area. 

NewcorrteretotfK 
surprised by hew much variety there ts> while fans 
of the cola-op will find all their familiar friends 
faithfully reproduced. 

There's absolutely no way on this earth that 
any of the end-oNevel bad guys will cave in 
under anything less them an absolute barrage of 
powered-up Are. So take a glance at eur handy 
guide and choose the gun that's right for you. 
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81+ andpower-ups, Reasonably impressive feelings of 
achievement and mateyness can be gleaned from 1 
guiding and blasting a single character out of an 
apparently impossible situation. 

The players are equipped with standard issue 
beginners' rifles at the start of the game and can 
collect a selection of pgwer-ups as they progress. To 
be flank, trie chances of making any progress 1b rough 
the later stages without some serious firepower are 
slim. These appear randomly, and it can be a 
terminally nerve-wrackirig experience barely holding 
off the rampant hordes and praying for a tableturniiig 
power-up to pop up. 

By far the most effective 'extras' available are the 
smart bomb |a little yellow rocket symbol) which 
destroys all monsters on screen when touched, and 
the invulnerability-awarding shield whirh is also 
activated as the player enters the level with a new 
life to give him a couple of" seconds mu Lie-immunity, 
When shielded, the player can simply walk through 
all the monsters, killing them with a single touch. 
Shields, like so many things, don't last for long and 
players should be warned against running too casually 
into a mass of aliens, lest their shield 
conk out while in the midst of a hostile 
zone. 

Also best avoided are the numerous 
mines which litter the floors of the 
arena. Stepping on one of these babies 
will kill the player outright with a 
massive explosion, sending out eyeballs 
and shoes in all directions. The mines 
are particularly common in the bonus 
rooms. These chambers which are 
optionally entered and can be skipped 
by players simply out to kill the end- 
oflevel bad guys, are absolutely littered 
with goods and cash. All the players 
have to do to collect the wares is run 
over them. However, each bonus room 
comes complete with hundreds of 
monsters in varying attack patterns. 
Some serious calculation is necessary 
if the player is to correctly decide 
whether it's worth hi a wrnlt* risking 

death for ft couple of auitcases and a 
kettle. 
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TOTAL CONTROL 

Phew! Joysticks, eh? Smash TV, to the uninitiated, has a rather 
complex control setup. But hey! All the options are simply there 
for your convenience. So let's examine them in full- I'm confident 
that we can find one to suit Sir's tastes: 

SINGLE STICK OPTIONS: 

• The joystick guides the character around the screen, and FIRE 
blasts in whichever way he's facing. 

m The right Amiga key locks the firing in the current direction, 
where it will stay until the FIRE button is released. 

• The right ALT key switches firing to the opposite of the current 
movement direction,, allowing the player to shoot backwards. 
Again, until the FIRE button is released. 

• All the opposite* (left keys instead of right) wortc for the second 

player. 

T 

□ UAL STICK OPTIONS: 

« Owners should, without hesitation, purchase themselves a joystick 
splitter if for no other reason toan to appreciate the full glory of 
Smash TV as it was intended. Just slot the little baby into the 
parallel port in the back of your machine, connect a brace of four 
joysticks and prepare yourself for action! 

• The left stick governs movement and the right governs firing. 
This facilitates maximum killing and movernent- 
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Smash TV demands continual damage assessment 
and threat prioritising, It's rarely one foe which kills 
a player. Most of the time a player comes a cropper 
just by getting cornered or beaten down by the bat- 
wielding thugs. Every second the player must decide 

from which direction the most 

virulent enemy threat is coming, 
and fight it. The upshot of this is 
continual direction changing and 
non-stop firing. An absolutely iroti- 
clad rule is to never, ever stand still 
for more than a second. 

Graphic detail is, of course, vital 
if a game like this is to have any 
form of realism. Producing a 
realistic effect of hundreds and 
hundreds of monsters buying the 
farm is arguably much more 
difficult than depicting one or two 
going down in individual style. In 
this case, Probe have opted to throw 
:ip rathe]" uni nspirmg splodges of 
blood every time a bad guy gets hit. 
Hardly the most exciting visual treat, but an 
understandable compromise in the light of the sheer 
number of animations which have to be stored. For 
(he most part though, the visuals are most impressive 
with the thousands of monsters swarming around 
the screen swinging their baseball bats, dozens of 
Mr Shrapnds {who, true to his name, trundles 
around then explodes into shards of flying metal) 
milling around and stacks of the fro n tin an 's 
henchmen squeaking around in open-top tanks 
firing flamethrowers at the hapless contestants. 

And as the body count rises, it's all too tempting 
to find yourself nodding and muttering and fcigjetting 
to blink and shouting through your teeth about 
killing. In fact, collecting one of the power-up weapons 
after a lengthy period of relative cowardice (very 
often the most successful players are those who 
spend most of their time going backwards) and 
being able to wreak apocalyptic, searing punishment 
on the mutant pursuers is one of the most satisfying 
elements in any game I've recently seen. 
' The bluest criticism that I can aim at Smash TV 
is that the other side of the instant-appeal coin is 
long-term tedium. It's a shaky bet that players will 
necessarily return to a game which becomes so 
difficult in the later stages, no matter how determined 
they may be at the outset to seek and destroy every 
end-of'-ieve] monster, The heroic 
feel of narrowly completing the 
amazingly complex levels may 
well prove to be enough of a spur 
to keep some coming back for 
more, but not that many, 

That, however* is pretty much 
a money and choc-ice scenario. 
Those who are fond of the Smash TV coin-op are 
unlikely to be bothered by such trifles as long-term 
appeal. Instead, they'll be happy playing one of the 
best coin-op conversions to emerge from the Ocean 
stable. 

4 Jim Douglas 
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Amiga owners are fortunate enough 
to -enjoy perhaps one- of the finest 
conversions of a coin- op in a 90s, 
Graphically pleasing if not exactly elegant with more 
action than you could wave the most rapid-firing 
stick at, the no-nonsense feel of the original has 
been most adequately captured. And despite the 
sizable levels, disk-access time has been kept 
refreshingly low. The verdict is still out on the 
other versions, as they ain't finished yet. Look out 
for updates in the Reviews Directory next month. 
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hose fond of the coin-op 
unlikely to be bothered with long-term appeal. 
Instead, they will be instantly graf itied by one of 
Ocean's finest conversions for years. 
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SHEKHANA CONSOLES 



081-340 8565 



♦♦NINTENDO 



FamtttHTi ■ Seal - VR3 1«JQ9 

Famicorri Scarf + 2 Games 2?9 99 

Famicom Pal I 1- 2 GarTWS 299.99 

Famicon Pal I ■ 224.99 

Famicom SeaM Version 3. + 

TV wrtti scan sockal 399.9-9 

Scan Lead ....29.se 

Audio Lead ..„.„. 19.99 

ConiroiPad 

Philips S933 MK11 Lead 19.99 

Commodore 10&A Lead 19.99 

J.B. King Joystick 69-99 

Autohre- controJtff .„ 19.99 

AutnfirePad 19.99 

Aclraisar 39.99 

Baseball .44.99 

B*g Run , r „ 44.99 

Castlevania 4 rP.Q-A 

Darius Twin ...44.59 



Docigebiall 

F-ZSTO.... r.,-. 

Final Ffgnt , 

Go&man Warner 

Ghouls & Ghotl - Aval Now 

GradiuS HI 

Hyperbali 

Jerry Boy 

Joe Si Mac 

Pilot Wi ng 

Papulous... 

R I m m I IJkl III I 1 1 I I ■! I I I ~ I I - I ■ ■-■ ■ ■-■ 

Sim City 

Super E.D.S , 

Super Mark] 4 , 

Super Soccer - Kick Off 

Super Tends , , 

UN Squadron 



...44.99 

39 99 

.44 99 
...44.93 
..P.O.A. 
. . .. 39= 99 
...44 99 
...44 99 

POA 

....44.93 
....44.99 

. 

....44.99 
...P.OA 
....44 99 
... .4^4 9$ 

44 99 

. .44 95 



Lynx System II 
Nmja Gaiden ... 
Wartirda 

Pac and ... 



★★ATARI LYNX** 

S9.99 APB 29.99 

£9-99 Crieciuered Flag 29.99 

.,„. 29-99 Turbo Sub ..29.95 

?9 99 Galtery Rechajnger Pack ™. -40.99 



**NEO - GEO** 



♦♦NINTENDO GAME BOY** 

GAMEBOY + BATTERIES + HEADPHONES + FREE 

PROTECTOR 

£59.99 



AS ABOVE + ANV GAME YOU LIKE + GAMEBOY 

PROTECTOH 



ONLY £79.99 



2 ■ Player Cable ... 

AC DC Power Supply 

- v---. Rt L-iH'ge; Puck 

Gamebey Protector 

Case Bey (Hard) 

Leather Case 



9.99 

,...12-99 
?b H9 

9 99 

.,.12.99 
..,19.99 



Amplifier 

Large Carry ah Case 

Liqnr Bny (Mag + Lirjht) 

G.Boy Pouch 

Tota Hard Case 



.9 £9 

19.99 

...19.99 

10,99 

14 99 



Nec - Geo Scart System or A.V Pall Sy&1em. 
Software from ■ 



345 99 

99 



Basebal . Batman, and Tad, Baomars Adventure, Bubble Bobble, Bubble 
Ghosl. Castelvania II, Catrep. Daedalian Opus, Dragons Lax, Ouch, lates. F1 
Racer Gaunllet II. Gremlins 2, Hal Wrestling, Hieankley Alien, In Your Face, 
Kung Fu Master, Lock n Chase, Mercenary Force. Mickey Mouse. Memtsis, 

Nmja Boy. Operation Contra, Paperboy. Pipedream, Princes B*abette, 
Revenge of Garor. Robocop, R-Type, Sneaky Snakes, Spidermar*, Turtles. 
World Bowling, WWI Wrestle 
ALL ABOVE HAVE ENGLISH INSTRUCTIONS 
ALL «4 lK EACH 
ANV 2 FOR £45.00 
ANY THREE FOR £65.00 



AVAILABLE NOW FAM1COM VERSION, 3 FOR IMPROVED 
DEFINITION AND QUALITY PICTURE. PLEASE NOTE VERSION 3 
FAMICOMS ARE NOT AVAILABLE AT ANV OTHER OUTLETS, IT 
IS ONLY AVAILABLE EXCLUSIVE TO SHEKHANA 



NEW SHOP. NEW SHOP. NEW SHOP. 

257/258 TOTTENHAM COURT ROAD, W1 9AB 
TEL: 071 - 631 4627 



★★SEGA MEGADRIVE** 
★★IMPORTED VERSION** 

OFFER ONE 

MEGADRIVE # COHTHGL PAD * POWER SUPPLY UNIT 

**£1 15,00** 
OFFER TWO 

SEGA MEGADOIVE + PAD + P&U 4 ANY TWO JAPANESE GAMES UP TO THE VALUE 
OF £24-*$ + UEC1ADRIVE CQHVERTOH WORTH £9.99 

**E1 49.99** 

*■ it ABOVE OFFfcfiS AHL FOR * I iMnFO PEHIOO DNL/ * * 



U.K. DHicial MugadnvQ 

Arcade Power Slick.. .- 

ConSrol Fad . „..„,...,- 

Megadnve Convenor 

SOFTWARE JAP 
VERSION 

Airwolf 24.99 

Alien SlOfm £9 99 

Altered Beasl 24.99 

Bare Knuckles 39 99 

BaUle Sqadrqn - 

BIoc^jouI - 

Busier C>DuglaE Baaing. , 

Crackdown 24.99 

Curse 24.99 

Dan us II 34.99 

Degep Attack - - 

Devil CftJBh 34.99 

Dynamite Duke 24.99 

D. J Boy 24.99 

El Vianto .34.99 

Eswat 24.99 

E. A lew HOCKey..... 

Gairies 

Ghouls - Gnosis. .. 

GhDslbusbers 

Golden Axe 

Golden A*e |„, , 

Hardball....... 



124.99 



.29.99 
...24.99 
.. 24.99 
...29.99 
..P.O.A. 



UK 
VERSION 

39.99 
34.99 
29.99 
29.99 
24.9D 
34.99 
34.99 



3fi.99 

34 99 
2S.S9 

39 99 
39.99 
24.99 



CD Rorr' Avail^l>tf! Fionr 

JAP UK 
VERSION VERSION 

Ka Q9 Ki 29.99 

La£l Battle 24.99 29 99 

Legeno of fliden 29.^9 

Marble Land 29 99 

Merc* 34.99 

Mickey Mouse 29 99 31 99 

Moon*alk*f 24.99 29.9G 

Outrun ...34.99 

PGA Golf - 34 99 

Phantasy S:af HI - 49 99 

flaslan Saga 2 24.99 

Roac Rash , 34.99 

Saint Sword 29.99 39 99 

Shining + Darkness - 59.99 

Sonic Redgfihog 29 99 3 1 .99 

Spidarman 34.99 

Star Flighl - 49 99 

Stridor " 29 99 39.99 

Sword d Sodan 24.99 

Tnunder Fox - 36.99 

Toe Jam & Earl - 31.99 

Wonderboy 4 34.99 

Wreslle War 34.99 

ZanyGoH „,,- 24.99 



* * SEGA GAMEGEAR** 

G AMEGEAR SYSTEM PLUS 
FREE PROTECTOR WORTH E9.99 

£99,99 
GAMEQE AR +. ANY GAME 

£119.99 

GAMEG EAR ADAPTOR 
AVAILABLE WOW* * 

,FTS YOU RUN MASTER SYSTEM GAMES ON YQUH GAMECJEAR CHJ8 



Supply 
Totoctor 



CoAjmni 



...9.99 Fantasy Star . 

39.99 G-Loc 

...9.99 MiCk&V Mouse 

.14.99 NinjaGaiden.. 

.19.99 Outrun 

.24.99 Pacman , 

.14.99 Putter Golf 

.10 99 flaslan Saga 

.19.99 Sninobi 

.24.99 Wonder &0V 




★★PC ENGINE ★★ 

PC ENGINE - CORE GRAFF PAL I VERSION 
£139.99 

★★PC ENGINE PORTABLE GT** 

£199.99 

Conirol Pad 19-99 PC kid II 34.99 

4-Player Adaptor 1 9.99 Power Eleven Soccer 29 .99 

| Final Soldier 29.99 RTypa 24.99 

Jackie Ctean RING FOR FUHTHER TITLES 

Legend el Tomma r .„ £9.99 

Parisoi Stars 39.99 



RETAIL STOH&WAIL ORDER INFORMATION 

RETAIL STORE- 3 GLADSTONE HOUSE, UGH ROAD. WOOD GREEN N22 DAA ■ Co™ gF Glsdiidrt* Ave; (100 yards Wood Grwn Tub* Sin) (On PlttkJ*r Llr») 
T& m BAR R413 Fan: Dfll ABOVE PRICES ARE MAIL ORDER ONLY. MAM. ORDER: CHEQUE P P TO ■ SC^iCVGi, 655 GREEN LANES, LONDON Nfl DQV 

PAP ADD 75P FOR SOFrvWRE i* FOR MACMHE?. 
LICENCES? CREDIT BROKERS. TRADE EN0il|RIES.mLCC«E. ALL PRICES SUBJECT TO CHANGE WITHOUT PRIOR HQTKIE E IOE. 
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nyoin* 10 r tennis? Of course 
there is! There only has to be a bit of it on rhe ir lv 
ro gel every able-bodied En irishman, figging fur a 
conn down at their local club. And though mosi o J ' 
* * i iv p i etty hopeless when it actually comes 1< j play- 
bog, deep down we're all Agassis at heart - :ticrc"- 
] io thing 3 ike the good hard trVck of racket con- 



necting with ball," and the smell orcnaTI3TSnn the 
morning to get the blood racing. Of course the expe- 
rience has been simulated on computer umpteen 
times over the years - UbiSoft's Pro Tennis Tour and 
Palace's International jD Tenuis beir^ the most 
notable efforts - but it has to be said that none of 
them could even dare to compare to the utter excel- 
lence of this FanrriCom effort from Tonkin House, 

In the tradition of almost all Japanese sports sims, 
Super Tennis is much more arcadey and simplis- 
tic than the traditionally more sophisticated com- 
puter interpretations. The viewpoint is the same 
favoured by most Tennis coin-ops, as well as that 
adopted, by TV coverage of the real thing. What's 
most impressive about the game becomes appar- 
ent as soon as you pick up the joypad ■ the lack of 
any instructions (or at least ones that don't read like 
a Chinese takeaway menu} proved no problem at 
all. The tennis action is so instinctive that the full 
array of shots can be mastered and proficient play 
achieved literally with i in minutes. 

It's all down to the cleverness of the control mode, 
which incorporates the same kind of context-sen- 
silivity that's proved so successful in the beat 'ern- 
up genre lately. Four basic shois jre available - a 
forehand, backhand, lob and a gentle slice. Each 
shot has its own button, so there's no complex direc- 
tions or combinations of controls to worry about, 
jnd - here's the clever bit ■ the type of shot each but- 
ton produces changes depending on the situation. 
If the player reaches an incoming lob before it 
bounces, the standard forehand shot transforms 
into a devastating smash. Likewise, if you're play- 
ing at the net and your opponent is stranded on the 
baseline, the same shot becomes a dainty tap which 
sends the ball trickling over the net making it alm<wi 
impossible to reach. It s all very clever stuff, and 
because it's all handled automatically, even abso- 
lute beginners can produce some stunning - and 
very satisfy] ng - shots. 

This all happens with traditional FamiCom flu- 
idity, and it's remarkable how authentic Super Tennis 
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really is, given its simplicity. The cutesy charac- 
ters (which are loosely based on real pros) work 
well 3 with the women being naturally less power- 
ful than the men. Mixed games can be played, and 
it's often necessary to play against a girl in one- 
player mode to provide a handicap, such is the 
computer player 's proficiency. In addition to sin- 
gles play, a variety of doubles modes are available 
(players can compete against each other with com- 
puter partners or team up together to take on com- 
putcristxJ pairings) and lhcic\.i tournament option, 
where the player travels the international circuit 
in search of that elusive world title, 

There's no doubt dial Super Tennis is a class act 
■ it's undoubtedly the most playable adaptation of 
the sport ever seen on any format. In one-player 
mode, however, it's likely to prove a little limiting 
due to the somewhat vexing skill of some of the 
more proficient opponents. With two players 
though, there's nothing to beat it. So go halves 
with a mate and get a copy today. 

• Gary Whitta 
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GOT A SEGA OR 
NINTENDO CONSOLE? 

HAVEN'T 
MEAN MACHINES 
YET? 

YOU MUST BE A 
SAD THICKIE IN 
THAT CASE 'COS... 

MEAN MACHINES 
IS THE GREATEST 
CONSOLES MAG 
IN THE WORLD 



EVERY ISSUE IS 
STUFFED FULL 
OF INCREDIBLE... 

MEGADR1VE 
MASTER SYSTEM 
NINTENDO 
SUPER FAMICOM 
GAMEBOY 
AND GAME GEAR 

m REVIEWS, NEWS, 
PREVIEWS AND TIPS! 
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SO DON'T BE A SHAMBOLIC MOCKERY - TAKE A LOOK AND SEE 
WHAT YOU'RE MISSING. ISSUE 13 IS ON-SALE NOW. ISSUE 14 GOES 
OUT ON OCTOBER 27TH. BE THERE, OR BE A TURD! 






hough people may sneer at 
the commercial side of the gat ties industry, and its 
tendency to chum out cynical donas of whatever 
tl^e hot product of the moment may be, every now 
a tad again such ptmstripe-orientated market strategy 
leui'U 1i i a gmnv that's actually as good as the game 
lhat inspired it. Klax is the perfect example. Atari 
Games makes no bones about the fact thai Klux w;.k 
conceived as an attempt to jump onto theTetris 
bandwagon, by appealing to the same 41 tie w breed" 
of cerebral arcade gamers. There had been attempts 
before, the most notable being the mediocre Block 
Out, but Klax succeeded where so many others had 
failed because it went about things the right way - 
y rather than trying to just copy Telris or present [fie 
same game in a different way, Klax based an original 
game around Tetris" basic qualities.. The formula 
certainjy seemed to work, as it won a huge arcade 
following in the Stales and has since been converted 
to just about every home format imaginable - even 
• the monochrome GameRoy! 

The Megadrive is the latest machine to be blessed 
with this little gem, and it's arguably produced the 
best home version so far. Like Tetris, the game is 
theoretically so simple it can be explained on the 
back of a postage stamp - but things aren 't quite so 
cut and dried in practice. Coloured tiles travel down 
the length of a long table-like affair, flipping over 
and over as they go, towards the player's paddle at 
the near end, The tiles travel in any of five lanes, 
and by positioning the paddle under them as they 
fall off the edge of the table, they can be caught and 
held. Point*: are scored by flipping the tiles, in turn, 
from the paddle and into any of five "bins" below, 
where they stack up, one on top of another, Actually, 
you won't get many points by doing that alone - the 
trick is to stack them in such a way that three tiles 
of the same colour form a line horizontally, vertically 
and diagonally, A line like this is called a Klax, and 
the three ties involved disappear when one is scored. 

The game is wave-based, with the player being 
charged to perform a certain task - get 20 diagonal 
Klaxes, survive an onslaught of 75 titles, score at 
least iq.oqo points and so on. As trie waves con tin n< ■ 
the tasks get tougher and the tiles get faster. The 
player bites the dust if he drops loo many tiles (they 
fall into oblivion if the paddle isn't under them when 
they reach the end of the table) or the five bins fill 
up with tiles - the equivalent of hitting the top of 
the screen inTetris. 
II all sounds a bit too simple to be playable - a bil 



like animated Tk-Tac-Toe - but the gameplay actually 
runs a lot deeper than that. The tiles in the bins are 
affected by gravity, so when a Klax is created and 
tiles disappear, any others that were above them 
drop down accordingly, This means there are no 
embarrassing floating blocks a la Tetris - and allows 
for smart players to to set up plays that cause chain 
rear rions - urn* Klax causing another, which causes 
another and so on. Because up to five tiles can he 
stacked on the player's paddle, complex formations 
and strategies can be devised - something which 
the game encourages by offering giant bonuses and 
level warps for clever play. In addition there are 
elements such as die flashing "wild card" tile (which 
acts as all colours at the same time) and the ability 
to flick tiles, temporarily, back onto the table to may 
way for other, more urgent colours. The scope for 
sh.iregyand tactical play :s far tai urenlrr "h.:r: Tins, 
or indeed any other game of this type, and that's 
what makes it so compulsive. Many gamers may 
find Klax a bit frustrating because it requires much 
more tactical thought and forward planning than 
the more immediate Tetris, but the rewards are 
there for players willing to learn the tricks and 
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Klrategics involved through pimMcc. 

Given the low quality of much of today's Sega 
software, Megadrive owners should snap up this 
glistening opportunity to slot some real gameplay 
in their machine. Klax is an unadulterated mssterpiL-ee 
of game design , and supremely playable to hoot. Go 
to it! 

• Gary UVhitto 
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BART SIMPSON (MATT GROENING) - 9 jj 





HOW MUCH DO YOU KNOW 
ABOUT THEM? 

CALL OS39 55 OO PLUS 



MO. VOU WANT?! 



CALL 0839 334-0 PLUS THE 
NUMBER VOU WANT 

BAY WATCH -0) 

NEIGHBOURS 
E AND AWAY ^ 
BEVERLEY HILLS 
90210 -C) 



GIRLS 



HOW MUCH DO 
YOU KNOW 
ABOUT THEM? 



CALL 0859 5500 PLUS THE NO. YOU WANT 



GET 
1T0 



pUfFx A GENUINE *6ff — ^ 
IM THE) KARNIANN BEETLE f % #\ 




CALL Q839 550035 




AN OMNfBQT 
ROBOT FOR 
YOUR VERY 



WIN TWO MOUNTAIN BIKES 

HIS 'AT HERS MUDDY FOX 
MOUIUTAIAI BIKES COULD BE 
ALL YOURS!! 

CALL 0839 550040 
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^res an old saying "Soup 
boiled, s-: '«.:. 1 1 spoiled 1 *. Un I ;.j '"innately that has no reJ- 
ounce ::rre t HoweveMnother, * Lucky at cards, 
u [ducky in love", does. Wl i y? Because if it's true then 
I hope I never face Si Arthur Lance-little across a 
jjiikiT Uihlr. Thcpludky^jiTu;!- with the passion fat 
boxer shortsMMKr se«ls to be on the verge of *get- 
ting it on r with his beloved Princess only to have a 
giant demon crash the party and whisk her away to 
a castle hideaway. Frustrating? You bet. No wonder 
Arthur wears loose-fitting underwear. 

Arthur, despite or maybe because of his lack of 
success with the ladies, is a bit of a celeb. He's 
appeared twice in the arcades, once in Ghosts *T 
Goblin* and more recently in the fantastic sequel 
Ghouls n' Ghosts. The two games have been con- 
verted with far more than average success onto just 
about every computer and console format imagin- 
able. Except, alas, the Super FamiCom. 

Until now. When CapCom announced the release 
of Super Ghouls n' Ghosts on the FamiCom, many 
wondered how the company was going to improve 
on the flawlessly definitive Megadrive coin-op con- 
version. Well, know we know, 

On powering up the cart. SGn'G appears to have 
precious Me Super' about it There's a dull intro 
relating the usual story kidnapped love that shows 
off the Fami Corn's background^expanding trick to 
the full (again - yawn). As usual there's a scrolling 
preview map of rhr perils that lie ahead and then 
it's into the first level. 

The setting is a ramshackle graveyard, and Arthur 
must run and jump over all manner of obstacles 
while lobbing a lance in the fizzogs of the sham- 
bling zombies, that ri^e f rom the wet earth and make 
a beeline for him. Some of the freaks carry pots con- 




taining such goodies as bonuses and power -up 
weapons and armour. It's a bit like Ghouls n T Ghosts. 
And Ghosts h j Goblins, for that matter. 

En fact, the over-riding feeling, despite wondrous 
payability and a couple of new features (notably the 
strange-looking double jump whereby Arthur can 
make a second leap whilst still in mid-air), is very 
much one ni'dtja vu. Surely CapCom hasn't cyni- 
cally produced a slightly enhanced version of the 
coin-op to cash in on the giant pool of games-hun- 
gry FamiCom owners? 
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Thankfully, those initial impressions couldn't be 
more wrong. The player need only get beyond the 
first few screens to realise that actually this is far 
more than just some half-baked Gn G+, it s a com- 
pletely new game. Although the levels share some 
of the themes and settings of its illustrious prede- 
cessors, the tasks and challenges are 
all new and wonderfully varied. One 
minute Arthur s avoiding showers of 
skulls from giant stone monoliths, the 
next he's clambering on top of a stone 
pillar to avoid being washed away by 
a giant tidal wave, then he's dodging 
careening trolleys of flame - and this 
is all on the first level alone! 

Later levels feature such unique chal- 
lenges as NerbuJus-style rotating tow- 
ers to scale* disorientation-! nducing 
rotating mazes to navigate, giant 
avalanches to avoid, tentacles of ice 
thrusting from the snowy ground and r 
of course , endless processions of the 

Undead to dispatch. 
Control over Arthur is superb, and 

the FamiCom r s well-designed joypad 

makes it easy to jump and fire at the 

same time (often an essential require- 
ment). The graphics and sound are 

marvellous throughout - the ice world 

in particular is quite breath takingly 

beautiful. If you stuck the FamiCom 

and this cart in a fancy cabinet with a 

big monitor then it would easily take money in the 

arcades, 

But as seems to be a common problem wilh 
Nintendo's supposed "wonder" console, there's some 
bad slowing when several large sprites are on-screen, 
though these occurrences are rare and don't detract 
from the top-notch garneplay. In fact, when facing 
off against some of the tougher monsters the slow- 
er pace is a positive advantage. 

SGn'G is simply a superb game, and fully lives 
up to the high expectations generated by the early 
preview shots. In fact, I would say ifs the next essen- 
tial purchase after Super Mario. But then I'm biased 
because I've played the game. And I'd suggest you 
do the same - pronto. 

M DJWid Upchurch 
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ARMOUR BELIEVER 

Arthur starts his quest clad 
in the latest designer armour. 
It affords him a little protec- 
tion from the evil ones but 




not much - one touch and it falls off, leaving Arthur naked save for a pair of 
spotted boners! This is when Arthur 1 * really in trouble. beciUSe all It tah» Ifc 
one more hit from the baddies and he'll jump out of his skirl - literally! 

Fortunately there are spare suits of armour to be found if Arthur looks care^ 
fully, and even some magic ones. These come in two 'flavours', green and gold- 
The green armour may not be the most fashionable suit to be seen in but its 
effects more than make up for this - it turns Arthur's down-to-earth weapons 
into magical counterparts. Lances become fining lightning bolts, knives 
become homing fireballs, axes become whirling f lameblades But al though 
far more powerful, the firepaths of the» magical missiles can be a little 
unpredictable at times. The gold armour is smarter in every sense. It allows 
Arthur to build up a super super weapon by holding down FIRE (as in Jf-Type). 
Devastating against the end-of -level meani€s+ 
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STAND-ALONE 

500 COMPUTER 



• 512K AMIGA £329.99 

• TV MODULATOR FREE 

• MOUSE CONTROLLER FREE 

PLUS! ■ FREE FROM SILO 

• ARCADE ACTION PACK £229,78 

• PHOTON PAINT 2.0 £89.95 

TOTAL RRP: £649.72 
YOU SAVE: £320.72 
SILICA PRICE: £329 

PLUS! AUf HOLIDAY ACCOMMODATION 




SILICA PRICE • INCLUDES W + FREE DELIVERY 




FROM 
WITH 



SILICA 
EVERY 
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The new Arcade Action Games Pack is 
software comp^nciium tar Amiga owners, lealuhng 
ten lop tilles wilh a variety of different types pf 
games for you lo enjoy. Each title is packaged in 
lis awn plastic: case, wilh a colour sleeve and full 
inslruclions, The Arcade Action Ph.it. k is FREE! 
when you buy yo ur Amiga 5O0 from Silica, 

[FREE!] ^th, £219*78 




ARCADE ACTION GAMES PACK 




V PHOTON PAINT 2.0 
# GRAPHICS PACKAGE 



Every Arnica 500 from Silica Systems comes wllti a FREE 
Phrjtgn Painl 2.0 (RHP f B9.95), one d1 I h** rnosl advanced 
art packages available for 1he Amiga. Witti il, you will be 
able to harness lha extraordinary graphics, power ol the 
Arnirje end produce inscirerjqna! 
piclures in minutes, With 4096 
colours, your pictures will reach life- 
like appearance. These can be 
animated in real-time using a vasl 
range of graphical effects, including 
blending colours and dithering, 
stencils, shadowing, WpMrt 
contra, r mapping and CQQ QC 
surface mapping, IiUvivv 




F0HI 16 NIGHTS HOLIDAY 

rnrnmS hotel accommodation 



Every Amiga 1rom Silica comes wilh a FREE 72 page, full 
colour brochure wilh accommodation vouchers, These 
vouchers enlrtle 2 people lo stay up to 16 nights in one 
hdel (or any number o* holels rn a loral n1 16 nigWs| wilh 
accommodation FREE (you •__ 
cou d take up to six nights for 
tour people, or o4her options). 
Choose Irgrn ihe 250 holels 
featured in Ihe catalogue. All 
you have to pay lor are your 
meats (prices are listed in the 
brochure] Reduced rales m 1c»d 
London holels and holels in 
France are also featured. 




I TOTAL FREE PACKAGE ) 

ARC ADC ACTION PACK ■ £229.78; 

AsteriX - By Coktet Vision £24.99 

Chess Player 2150 - Bycpsoftwar® £24.95 

Dfivilf Force - By Digital Magic £24.95 

Live & Let Die - By Em £19.99 

Onslaught - By Hemon £24.99 

Pipe Mania - By Bmpm software £24.99 

Rick Dangerous ■ ey mnoM E24J9 

Rock ' n" Roll - By Rainbow Arts £19.99 

Skweek - a y us Gold £19.99 

Trivial Pursuit - By oomark £19.95 

ART PACKAGE - £09 95: 

Photon Paint 2.0 - By MtcmmMtcm,..,. £89.95 

TOfAL RRP: £319.73 



FREE! 

WORTH 
NEARLY 



£320 



HOLIDAY ACCOMMODATION 



SILICA SYSTEMS OFFER YOU 



a FREE OVERNIGHT COURIER DELIVERY; On all tiartfwre orders sruppaJ In (he UK 

* TECHNICAL SUPPORT HELPLINE: Team ul Ann(sa ittfwiiCal everts tt yoiK service-. 

* PRICE MATCH: We normally match compelilors en a "Same- product - Same price" ba&s. 

* ESTABLISHED 12 YEARS: Proven 1rank record in prDle£sioral :onpulcr saios. 

* BUSINESS + EDUCATION + GOVERNMENT: volume discounts available tor large orders. 

* SHOWROOMS: Demonstration and ironing lacWHes al our London & Sri cup branches. 

* THE FULL STOCK RANGE: A* or your Amiga nqulnnwils rrtWI one Supplier 

* FREE CATALOGUES: Will be nailed Id you with u11b*s and sollwarci'pcriphcraJ dulails. 

* PAYMENT: fly cash , cheque and all ma|or eredil cards. 

Dfllorfl you rincHtfl whan Id buy your naw Amiga corputar we a-uggoai yOu mirth. v4fy carefully abOul 
WHERE ydu buy il. Cnruiidn* whaL il will bft likd * few moniha afie" buying your Amiga, when yGu may 
m andilmnal pnrirtfiflralK ry naflwnra, or help and advice wim yOiar raw purthasu And will Inn 
r,:: Tfiany yrm huy from rcinl.irl yau with dalailx a\ naw products' 7 At Silica Systems, w* unsure- lha.' 
yau will hiva nothing ta worry abaul Vim tiavn- boar* ostablishad lui ovbi '2 years and ■vil-'i Our unnvall- 
uduxpe>riMica aind Hjrpur'iaei, wu uan iiuw uliaim lu inawl Ol" Cusiorne'^rnju «niei "!3 wi'.h ai- jridwiSian- 
dmg whidh t& Mcond Lo noM. Bui don't jusi laheour word tor it. Ccwolele and retu^i the coupon now 
tor our lams* Free llwraiure and begin bo expu^ience me "Sdica Syeiema Serwe". 



MAIL ORDER: 

QftjwV Ltna* Qptn; 

LONDON SHOP 

HaufK 



14 The Mews, Hatherle.- Hd, Siifcup Kenl. DAM 1!3X let; 1111 
■jB*€H tOOim-i^Ou^n Hj Uw Nlgrn Dg^rnj F*t Hp: pHIJOB WOfl 

52 tocenham C«iH Road, London, W1P OGA TbI: 071 5SD 4DC0 

LONDON fSELFRIDGESl: Isl FICKW, 35& Oxroifl Streel, LanotOfi, W1A 1A0 fel: 071 6Z9 1Z34 

Opt'i^v Hduh. yor Sm 9JCam-frDQp* Lira MgK Thuriaa^ unW ■Sp^ 1 ' Aihlof MlmiiwHU 

SIDCUP SHOP: n The MeviS. Hatherley Rc, Sidcuo, Kern, DAmOX Tel: (Ul40t2 tan 

OMftfC Koun Won- Sk eoOam &JOpn L*»« ^ I mi, r fl - n ak - r4G- {BI DMOrjlJ 



MAIL ORDER HOTLINE 

081-309 1111 



SILICA 
SYSTEMS 




T o Silica Syslems Ltd, DEpt flCE-0W|-6D. 1-j The lfewS 8 Harlher^y FirJ, Sidcuft Kenl, DftH 4W t 

PLEASE SEND FREE AMIGA COLOUR CATALOGUE 



Mr/MrSVMs 



Address: 



Initials 



Surname: 



AoatEodta: Tbl: 



^Miich compuier(&|. if any, do you own? 

r*Of - ftfcpi tj H fHK»* ^nd ipMkwni rwn Ehanpi • f4mh ntouin l+w zriipm-. -"tf lha LiUii ntomwlm 
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very playable indeed - but once you get down to the 
business of actually wrestling, things go drastically 
down hill. 

Effort has been made to keep control as simple as 
possible - there's a basic punch and a kick, and when 
the two wrestlers grapple, if s down 
to furious high-speed button 
pummelling to see who will get the 
better hold. From then on various 
combinations of directions and 
buttons produce the moves, which 
include clotheslines, body slams, pile 
drivers F drop kicks, suplexes and so 
on, Again, theoretically it sounds 
simple enough, but what spoils this otherwise 
acceptable system is that the rapid button-tapping 
that 's necessary to get a hold of your opponent is so 
demanding that it's almost impossible to execute 











* 




HUME 



In true vmntMng wly**. U» 
HimfeH ***** **■» wrtuWfl (he 
■trUf jt* im# ju- in. Oat rtwp w 

cm pt*k uf* * 
cMft m 1 ^* Jr to furtor M* 




MtraryHi^to control, 
pli, AHtaugh p^^pHK 
no4 veryirflen ref , rwP ,i*1ian 

FrufVtfiAg 
gj map lay 




Allrw-ugli net a total writo-aH 
in Irv* g»*m*friav a-tflh^*. Hfr#fti# 
W*r Hi iutf icicntlv fniilf#Mf*fl 
to put must Baofrlt *H #r*4 - 
{ftArtkui-irlv annioj ing. thl* - H 

f— 1 'V tffan IHtfe slimpwi 

oP pJavaWrhj. wNkh «t*** *mu^ 
» quietly m 1b*y +p>f**ir*d. 
ftiafs thf mw»1 artrMylng part 
about ll- Thi r* ii llttlt- 
coniolrjMfrl* In lh> »sth*tk 
sliibv*. Th* trwactiH- am inflin in 
i> p^hnr, and bKiiH tfi* ring 
Itsvlf Kn-ftrt'* b**n drawn vmty 
wmU, th* carrier -a angk 
frvq«»*Atly iwltch*x round tin 
hHHp Eh* cambatarrt] in vimm - 
n^atl £<Hituxing. found H 
ta ■ inlnknym, vw4tf> odd bit 
or ipt-nch and typleal whit* 
Trail* : i ei rid laundx. Nut onr 
ft? imp*" ynur nut« vrtth - H 
th*y rr WWW Tim snd you show 
thtrn 1 his. you'll luiami an 
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Over the la 

Sk> Television ha-, proved. :Ai irjo distressing" y\ just 
trend-led and impress ujiiaMe theyminp Brirish 
publ \€. really is. First it was 'Hie Simpsons ■ = - ■ 
* 'h h 1 f i :j r achieved legend a ry a tatus, p? - ■ -V . • 
Li'iiiin^ :hesheHsuLt fraternity, even tJn ■■ 
percentage offfl^(HH^^Kje equipped with 
a satellite dish have actually seen the show Now 
the same thing is happening, on an equally grand 
scale, all over again. The faces of Hulk Hogan, 
Sergeant Slaughter, the Bushwhackers, the 
Undertaker, Legion of Doom and countless other 
World Wrestling Federation ^superstars 71 are adorning 
T-shirts, posters and sticker albums up and down 
The land - yet most of the Hulkster s young fans 
have never even seen him in action! 

The WWF craze is going to get bigger before it 
goes away - as Ocean recognises, having snapped 
up the official Hghts. Sega's game, while not boasting 
any such trendy licence, has undoubtedly been 
released to cash in on the craze all the same. It's a 
pretty uninspired effort, casting the player as up- 
and-coming grappler Bruce Blade who must battle 
his way to to the top of the pro wrestling world. 
Doing so means taking on eight vicious computer- 
controlled had guys of increasing strength and skill. 
In theory it sounds like a fight laugh, and it looks 



any of the more elaborate moves. It always seems 
that, no matter how fast you hammer away at that 
button, the computer opponent almost always gets 
the upper hand, and that's no fun at all. If it was just 
that little bit easier,, it would be a lot of fun. As it is, 
it's just frustrating, and very hard on 
the fingers. 

The one saving grace is a two player 
mode, which is a damn sight mor£ 
enjoyable because the opponents are 
much more equally matched. That, 
however, is little consolation for the 
downright inaccessibility of the main 
tournament game, where some of the 
later opponents are so strong it seems 
almost impossible to beat them. For 
some reason it remains compelling 
for a while ■ pijihaps because 
something keeps telling you that it's 
your fault you keep losing and not the 
game's - but once that little phase 
passes, Wrestle War is liable to be 
relegated to the dusty bit at the back 
of the software shelf. If Sega's hoping 
to exploit the WWF craze with this one, it s going 
to be disappointed ■ kids are too selective to accept 
cheap imitations, otherwise they'd all be walking 
around in TescoTearaways instead of Reebok Pumps. 
Chances are the official WWF game, when it finally 
appears, will be a damn sight more playable anyway. 

• Gary Whitta 
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A ATARI ST 

520ST-E DISCOVERY 

XTRA PACK 



*X LU 

nr flC La) 

£ 3 ^5 



o 

LU 





104QSTE FAMILY 
CURRICULUM PACK 

The Fami&y Curriculum Pack 
Mnws wilh a 1040ST-E com- 
puter and mou» plus 5 software 
ncxJu us (3 lilies in Bach), one for 
evHry age range. The Cflroblrta- 
1>on or education, creatiw and 
business software, from Atari 
plug the FREE entefiainnwrtl and 
productivity packs from Sihca. 
makes ior a package- iha whole 
family can ertjpy! 

PUisr aw mum Accaivr 



E5S.54 

€55.54 

cms? 



1MB 1040ST-C + MOUSE .. 

1 FL*¥ 1 LEA.RN 

2 JlMim SCHOOL 

1 GC5£ REVISION 
4. BUSIFVF3S COMPUTING 
h mu '/I COMPUTING . 

PLJU8I FREE FROM SiUCA 
TENSTAR PACK £219 71 

PRODUCTIVITY PACK . C1M.B7 

TOTAL WALUE- CliTd.» 
VDfJ SAVE: £8-11-23 




5i?< 520ST-E * UOUK 



ENTERTAtNMEfiT SOFTWARE; 

FINAL FKSHl - 4w« Gavsie EiiflE 

s<m citv - Lite stm .,,„,„,„„„ ,„.. . nut 

9 LIV£S - Ar£uds Gam* , „._.„. E1UI 

ROBOT WOftlSTEHe - J^Kfe - 13142 

PRODUCTIVITY SOFTWARE? 

QDNIBQL.ACC ■ iittfffy SoftwtW FREE 

EHULATDH *CG - dJmry SoftvtMrm FREE 

FIRST BASIC ■ PrBaramflh'M t4B H 

hCOChflOUF ■ #I|T Pac*aOB . E2I.H 

If TCXJP - ffijrt™r .. ... MM 

FLUSf FREE FROM SiUCA: 
TUNST-AR GAME* PACK Hlfl.re 
PHODUCTMT^ P*C* . HH.ir 



Hum nitfl 
HOLIDAY 

JEr^MrjQimrjN 



CSJtOi 



SiUCAi £329 





nil IIU Pfi£E . .NC W + FR£E CtLIVW 



ATARI 
DISCOVERY 



PACK 




j JNC W + FREE DELIVER/ + FACE TENSfflR & PRODUCTIVITY P*TC, 



ATARI ST - MORE THAN JUST GREAT GAMES! 




FROM 
WITH 



SILICA 
EVERY 





The TonSlar Games Pack is THE software 
compendium lor Atari ST owners, featuring fen top 
titles with a variety of different lypss of gama& for 
you to enjoy, Each title is packaged in hs own 
plastic case, with a colour sleeve and full 
instructions, The TenStar Games Pack is FREE I 
when you buy your ST from Silica Syslems, 




TENSTAR GAMES PACK I 




£219.78 




CDEEt SILICA SYSTEMS ST 

rKCL productivity pack 



Even/ aib/i ST irom Sfceaeomaa mch ■ FflEE StoST Productivity Pack, 
worth over CUM. Th* pack lUA bMn jpaciily p*jrt lofjethar by Sika DO htfrifj 
you 10 Q6l K" fl'ips win tin produriv* p. dp ol 
wmpudng dBy Crtfl Each Wto Ku hun -n*i 
anc lasted by tena Of LtYju stands of Alan ST" own**!, 
■ho r"a*e Leyun word prDcauing wr|h l*J WiVil 
and progumrviinp wilh Alan ST Basin 

1*4 WQftD - *ft» GST ESf.Qt 

5-PELL m - hjr mt Htt Hi WORD C19.ua 

ST BASIC - rulQnjl . £24,v9 

TOTAL RHP: 



{ Fff IS MIOHTS HOLIDAY I 

I rKmm hotel accquhopation J 

Every Awn St Irani S^cs. camat wrth ■ FflFF 72 page, lull ootour 
Prochma wilh ftGcnmrnrxlitKHi vouciiara. ThSlS vouKSha*i BfibllB a 
pwplfi 1d *1rv MP In 1# niflhiB ir^ Ofla hffliil {fir 
arvy numbaf of h crate v> a utal af 16 nighirjj 
wirrh acn3rnrnadntir>n FF|EE jy(HJ OCu-J taka 
up to B4X nlghB tar tour pa^pfa, nr pihp* 
CpHOna). ChwH frofn the hotala 1g#iur«l 
in tlia CHJtalagufl. All you hgwe 10 pay tor ate 
your mqats jpricfl* aro i^ated m ita bt'ochimj. 
Reduced ralae m top LundDn hutnis and 
riotela in F"rarci: am u r,:: "n-il nf : 




ATARI 

TOTAL FREE PACKAGE 1 

TENSTAR GAMES PACK - £21 978: 

Asterix ■ By CoktBt Vision .„ £24.99 

Chess Player 2150 - % CP Software £24.95 

DrfVln' FOfte - By Digits! Magic £19.95 

Live & Let Die - By Elite E1I.99 

Onslaught - By Hewson .,„ £1M9 

Pipe Mania - By Empire Software „ £24.99 

Rick Dangerous - By Firebird aam £24.99 

ROtk *n f Roll - % Rainbow Aft* £19.9 fl 

Skweek - 8y US Gokl £19.93 

Trivial Pursuit - By Qomark £19.99 

PRODUCTIVITY PACK - £104.97: 

1st Word ■ Word Processor , £59.99 

Sp^ll Itj-^uJV Checker,, £19-99 

ST BaSIG - Programming Umguaga £24.99 

TOTAL RRP: £32475 




WORTH 
NEAR 



PLUS! fflff HOLIDAY ACCOMMODATION 



SILICA SYSTEMS OFFER YOU 



» fflEE QVtftWGHI COURIER DELIVERS On all haidware urdars snipped «l tn* UK. 
■ TECHNiGAL SUPPORT HELPUNE; Team of Alan technical Ritpe-rti si your sarvicn. 

• PRtCE MATCH: We normally nutch cwnpetitocs an a Same prwhtd - Same prica" basis. 

• ESTABLISHED 12 YEARS; Proven 1rack recprfl In professional computer sales. 

+ BUSMESS + EDUCATION + GOVERNMENT: Uolurti* discounts available far larpe wdftis. 
+ SHOWROOMS: Drjmurislralian and Tr^inirvg Tacmlies at Our LOfidoo 4 Sincun- branches 

• THE FULL STOCK RANGE: fiA Ht your Atari refluWHmenls Iram D m muiM 

• FREE CATALOGUES: Will h* malleO to you wrth tyHers, and iotr^rt/peilpheral details 

• PAYMENT: &y ca^ft. Chequfl and all major credil oanda, 

B«lc<i« yuu diKJidrt wtrnn bci buy your new Acad ST cDinpuinr ww iurjg«Rr you 1hlnk verv ca>ekjlry thou\ 
where vcu buy it. Conndar vrtial *1 w*i be llhe a tow nwnihft rdier buying your ST, when yflu may ro- 
quire addil^naifHriphfrals or sott^are. or help Hnd i^vire *irn your now purchase And, v* 1 iMt ::mn 
pany you buy from rpntSCl yoL Wilh dec&ila Of naw pmduds^ At Silica Syoteme. enaura thai yw 
will l-ave ndhing \q worry ^hnj: We havei aaen rhslnb ishnd Inr over I ? yea/fl- and. wilh Pur umviljd 
experience and hk part is* wa opn now Claim lO m»al aur cixslDmen req-JirAmantE: wilh -fln yndeislar 
dirvj «h(ch la aecpnd id nona Bui don'l ium take oub word tof ri. CDmpiflrfl jnrj murrk Ihe coupon now 
ror our ujteat Free ineraiura and hagm v> enper^nce ?he "Silica Syslnma Service" 
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CVdkl LrtH O^An 



\ A The rVews. 



LONDON SHOP 

Qp*n Ing Maori: Mari Saw (i-jQam-q . wp m 

LONOON ISE-LFRIDGESI: 1s| Floor, I 
Qpa fiinn >«oun: M& i SaJ a»im-aoo»m 

UDCUP SHOP 



HartJlBTle^rB^E 

Ha Laa high! Qf^ag *ai Hk CB1-MB rjece 

52 TotterHlainri Court Road, London. WlP OBA 



Tel: 



071-510 4HH 

071 S?a*73fT 



Opening Maura: 



1-4 The Mews. 

MOO 5*1 BLOOifii Saaum 



, London, *B 071421 1Z34 

jjaj wyi: Tiiuraaay until Barn Juttfer ^ijw pn 3ei* 

Hartwley fld, Smcup, Ram, dam m w, Ul-302 »n 

Ljfei w^nr Friday unlll Tip* F*jc Na-: <ari-icn> HUT 



Tb: Silica Syslems, Dflpl ACE-1291-63, 1-4 The MflwS. HstherlBv Hd, SldCuD. Konl, DA14 4DK 




MAIL O RD EH HOTLINE 

081-309 1111 



SILICA 
SYSTEMS 



PLEASE SEND FREE ATARI COLOUR CATALOGUE 



MrrMi^Ma. 

AddrtH! .. 



knllfelS: SurriBirne: 



I Postcode-: 

|^^*^ ^hltPt CO! 



Tel: 



■?m outer) s). il any, do y&u e 



^ - — ,.,,r.,r.. 638 I 

HP" .ii" . . .^m 
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wlands. Now you know all about the whole inte 

eight hot games 



Don't you just feel ? Unless you're browsing in a newsagents (unlikely seeing 

as this issue should have a charming cellophane strap around it) or you're the sort 
of person who reads magazines from the back, you will have just completed 
reading IHHOvV 111 ! I VG P a 9 es of the firiest games magazine money can 
buy. And we just know that it's left you with a warm, glowing kind of feeling. 

Now you know all about the §|JC OGStt K3I¥IQS released this 
month. Now you can speak with authority about their longevity, their story development 
and even their later levels. Now you know all about how Myth is being put together and 
about the Photoscape system used in Shadowlands. Now you know all about the whole inter- 
active movie genre. Now you know about 
which will be available for review next month. 

Isn't this the kind of information that you should have at your fingertips every month? 
In fact, can you really afford to miss the next issue of ACE Magazine, whkh - believe us - 
will have even more QXCGIIGHiIIGSS per page than this issue? 

Can you afford to miss our unbeatable reviews of a further six major games, or our 
Reviews Directory of all the titles available in the stores at the moment? Can you afford 
to miss another free supplement? 
Doubt it. 

ACE January 
Out November 8th 

Presented with another FREE supplement 

And the cost, just like they say an the darts: One hundred and eighty (p) 
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PHILIPS 8833 Mk II 



14" COI 


LOUR MONITOR 

WITH 






H MB STEALTH FIGHTER 
mS FLIGHT SIMULATOR; 



The N a 1 Computer Games Monitor! 



FOR THE 




ST&O 




CM8833 Mk II 

~ha CMBG33 is the Oesl selling cfrOur 
monitor Inr the feari ST and Commodore 
Atucjh. Idoal lor game playing. ■! altars 
excellem colour graphics and has stereo 
audio speakers Itir imh^ncad sleroc 1 j u i- 
put from the ST-I! and Amiga. Th* p#r- 
lormance and reliability o* the aB3n. is 
tiacoptionaJ, which H why we are confl- 
daril lu unit' 1? mcflrhs ON-SITE rtBTTan- 
ty.wlth awy 8833 purchased Plus, 
every CMaaaj lrc>Ti Sii ica comes *Hh a 
FREE F-1B Sta&nh Fighter Mighl 
smuialor worin £29.99, PLUS a FREE 
Cable worth £ H.flS to connect /our new 
monitor to your computer 



FREE CABLE 



CAB 5050 - AMIGA STEREO 

• S1-E ETEPEC SEOhD 
SSffl - 5T FM UONO SOUND 
- PC Ck* COUfViTIDLE i- 



Td receive your Fft£E cable, worth f 14-95. 
lipase quote which crimpum ycn.i jri 
ihe cable reference civJh 



OFFICIAL UK PRODUCT 
1 YEAR ON-SITE WARRANTY 
FREE! F-19 STEALTH FISHIER 
FREE CABLE FROM SILICA 
14" GGA COLOUR MONITOR 
RESOLUTION: 680x285 
HORIZONTAL FREQ: 15.6KHz 
.42mm DOT PITCH 
STEREO AUDIO SPEAKERS 
EARPHONE SOCKET 
TTL'DIGITAL 4 RGB-ANALOG 
COMPUTER INPUT SIGNAL 
CV8S VIDEO INPUT SIGNAL 
DARK GLASS SCREEN 
GREEN SWITCH TO 
SIMULATE MONO DISPLAY 
AMIGA, ST, PC COMPATIBLE 



TOTALLY 
UNREAL 



PLUS! 



F-19 STEALTH FIGHTER 
— WORTH £29.99! — 
WITH EVERY 8133 MONITOR 

Buy the N°1 Computer Games 
monitor from Silica Systems and get 
Sh& N*1 Flight Simulator FREE! 

With every Philips B833 Mk II monitor from 
Silica Systems, you will rope-iva up Fi9 
SlealTh Fighter Night simulator game from 
Micioprose (worth £29.99) absolulafy FREE! 
The game comes with disKs and llirjhi" 
manual , PLUS an entry form fof the exclusive 
'Pilot a Plane with Philips 1 companion 
where there ire over ONE THOUSAND 
PRIZES to be won! And, whan you buy your 
Philips 8833 <rom Silica for only £259, you 
will save nearly CflO off 1he RRP rjt £317.241 



FLY A REAL 
737 SIMULATOR 



01/1/7 1MB FHtKS TO BE WON 



II F 
BT PIUJT A eOEW6 W fUMf WUlATQB 
PIUS. UUNCH A Frwf SOW HOTEL WITH TRIPS ID 
AMD FH3H THE WAADA U& |Y «LOTITH 



2 



ND PILOT A BOEING TP *U6NT MUTILATOR 



i 1D>DD PlllUft: 

>M) ELITE 4831 SKJURTJi ZUJTn BAJjgf 



MONITOR + F-19 + CABLE 




Hfit WCNfl&W ^ICE INCLUDES W + FREE Df.lVfHV 




VGA MONITORS FOR PC COMPATIBLES 




£ 



PE E 



• ftq* mdifien M r E WA oitair rrutlur QnH( * sfii-t. e>m- ira^Tf 
[I bafi iui a*d jrapn^. n (*n fruit) -*h t<*ti *W ft [DTijjidci 
H# MM PS,'] oamulin trm art Itnd Mrh i F-VTJA e*d. 

• IhrimU R*«: 35.SKH-I 

• -Hrran Ikrl Pitch 

• Sljcfc PiUTfIs Tjiis 

• fill * Swiul $4*r,rJ 



£289 



UOtl 
9109 



imm 1l p VG^ F5T MONO 3ap*r wlHM 
fewuiton up io Wfjjt^SO 3i^HNHDrunnyiScariFrwiu(n-^i 
hrtC iliel'ace ca^lt 1 yvjr rjn-sM! wjrrjrc^ 



3CH9&09 II" VGA COLOUR - .&9*nrTi dot pilch 

ftotfulQfi: B4DK4S0 31 c Ai; - r-unraitaJ Frwncyl 
FihtfJ rrlErUM Clhlfi 1 ^tar W Sft «i i;rlv 



SlUtA PHICE 







MHh JCMWCI9 14" VGA COLOUR 29mm dOl pitch 
B09I Ht$oJLSKin W)#m. 3liKHz (Noruiireal 5cm FftqWKri 



MOM 
9269 



iwinis 



7CM3Z09 U" F-VG^i COLOUR ■ 26nrTi pitch 
His up ru 1CtJJx?W, SUflS (VpH H Scjn *iwuf 

F*: riH ijict t*yt i <fli[ on-srir nurrarh 



E-VGA COLOUR ■ 28nrr. 3ad 
Ras: iv Id lOGi^rea. J1 OTi.'KSKHi iTnpH H. StdF. F-Eque^: 
hijftl mBflitt tihk 1 ireii or-soi wnty 



4CMZ7W AUTOSCAN COLOUfi - 30-WKHz 
fkw ip » WBOicWi 30 to friKHi iHrymnul 5tan Fiequtncic^ 
f tMd iHMrt*f4 tlbtt ! ytar ca rale ^ifjnly 



E2SOSI 



[349.99 



EMM 



E1B17JD1 



Elfl 



£41 



EM 



nit 



£99.00 



£23900 



C359L00 



£33900 



£1375.74 



£11103 



£28tt.S3 



EiD4.J3 



l3 3S" 3-5 



4 CM 278 9 
20" 
E-VGA 
AUTOSCAN 
30-64KHZ 
CO LOU 



if ii-r hum M" ■iAtkp «tou- nmto'. flil cm ipTchrcnsi y ir« 
+»qLCfKY IM W I I M*HZ «H II ^jmkHi ■nc4jlrni jr |; 

•?KkiZ$4 jiii m 'j.iiiHi ^- 1 writ up ** wMtaD unb 
■ HMDlUliGV 123CX1Q2J 1D24x76fl, RDDx*M MT>kO$0 

* Hirk»tt|l Fftqi »-«4KNz 

* 5lmm Chri Prlch 

* (lick ttitrlK Tub4 

* D^nimk Fotut Mf«HmAri£ 

* T l| 4 Sn>i4( Sbina 



£1275 



Jl 



m::n sjib ittti-r^noD 



SILICA SYSTEMS OFFER YOU 



FflEE OVERNiGHT DELIVERY: On all hardrtart ord*rS Shyppri in tKfl Ul£ mainland. 
TECHNICAL SUPPORT HELPLINE: Iflarn nl r«chniual uaperts at your service. 
PRiCE MATCH: Wb PlDrrnally maleh compotrtort HI a "SamEf product - Same price" basis. 

• ESTABLISHED 1-t YEARS: Proven trat* r*CDrd in prDfeisiDrwl cnmpuler sales 

• BUSINESS + EDUCATION + GOVERNMENT. Wilume dtscowts avaiabM tor large crrJara. 

* SHOlVflDOMS: ")H'noriSlralian ind rraimng taciAtles at OLrr Loni3o«i A Sidcjp drnches. 

# T-HE FVtt STOCK RAHtiE: All od your reqinr«(HHm& from ana supplier. 

* «W*T CAWtOCUFS: Wi« he mailBd TO VOU wltlt OflMS and sottwans/peripheral <Jet*Hs 

• PAYMENT; Bv cash, cheque and jII mapof crwj I lh' Jv 

Bfto™ ygg dKlde Wrhen ba thy yO« nMr morulpr, w* tuqgeel yOu Ihink vftiy wdIuIIv nnaul WHhHh 
you buy it C^ri5'der what i[ wi I be "ik* ■ 1*mi rncirvChn nrl^r you have fliede yOur p*jrc - i,LS^ *1er, .on 
rnpyntquirfl art*r*1ionaJ periprwrftls jrfiwarfl. or help and advice. And, wrflih* pompjirey you buv rrom 
cnmiici you viir.h deiaila tfi n«w pradunis? Ai Silica SyMerofl. vie ariuure nhai you will hvm wthing lo 
wnrry apoul "iVa have btn±'i wrabhshflrt J .rr ry-er 12 years and, wlh Our unri^alliKl Rji^riFfnc^ and m- 
pnrtis? *fl tar. nov* Olfl"r Id irwal aur ruBlcimer* requlra*nenift vrlh AO undwr aJanding wh 19 second 
Id nana-. Bui don"1 |UBt UA» OUf vrtlrd Idt rt. Camplftte and return tfie coupon raw tar dut hp bp ft Frea 
liloraLurB and bag n n e*p* r *nce LU* "Siika Syahtms; S«iMice" 




MAIL OHDEH HOTLINE 

081-309 1111 



SILICA 
SYSTEMS 



MAIL MDER; 14 Tta Mb*s, Harthfrley fld, SitfCup. Kent, DA14 AU& "fcl: (W1-M9 inf 
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CU Amiga offers you 
easy access to all the 
possibilities that your 
Amiga holds. Packed 
with a breadth of 
coverage beyond 
games, CU Amiga 
delivers - 

•The ultimate 
peripheral coverage - 
Extensive, clear 
guidelines on 
what's available, how 
you can use it and 
what's best to buy 

•Unsurpassed 
hardware coverage. 
CU Amiga was the 
first magazine to 
regularly feature 
CDTV. 

*The best buyers guide. 
At least 33 pages 
packed each month 
with all the informa- 
tion about what's best 



61! non entertainment 
products put under 
the microscope each 

— ■ — ■ 

month 

•100+ games reviewed 
every month. 



Beyond games with 



CU 



You don't have to be 
the most out of your Amiga with 
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oorayl A hearty ACE welcome 
g«s out to one and all who have managed to stick it out this far 
into the magazine. Step your grinning and drop your linen, "cause 
th is is where iff all happening. The ACE Reviews- Directory 
provides the definitive rundowns, not just on ALL the games 
software released in this merry month ©I November, but also on 
the vast majority of titles that are still available for your 
machine. If you can find it on a shelf in a software shop, you'll 
find It here! No kidding! Whereas most magazines 1 roundup 
sections are like an ofcd-age pensioners' tea dance, ttlft ACE 
Reviews Directory is the software equivalent of a major ware- 
house party rave, with enough Tic-Tacs and Lucozade for every- 
body, Acieeeeeed! 

There s something for everybody in the ACE Directory unlike 
certain other magazine's rather cynical roundup sections, the 
Directory isn't just a dumping ground for software that doesn't 
make the grade. You'll find everything from One-star disasters to 
Trai IbFazing classics, all co-habitat ing in perfect harmony - much 
like Paul McCartney and Stevie Wonder. Each game featured in 
the Directory has been thoroughly played to death by ACE's band 
of gameplay experts, and awarded a star rating, from one (oh 
dear) to five (hooray!). You'll not find a more authoritative guide 
anywhere, 

We hope that you'll find the ACE Reviews Directory an invalu- 
able reference guide - maybe it will help you make your mind up 
about a game if you're a bit unsure, or tip you off about a little 
gem you never knew existed. Or maybe you're just after a damn 
good read. Whatever you want, the ACE Directory is for you. To 
assist you in this matter, all the games are listed in alphabetical 
order - and to further ensure that you have no trouble locating 
the game you're looking for. we've printed the alphabet for you 
here, so you can see what order the letters come in- 

ABCDEFGHIJKLMNOPQR5TUVWXYZ 



New Releases 



Baby |o 
Captain Planet 
Celtic Legends 
Crime Time 
Deathbringer 
Face Off 
Fatal Rewind 
Football Director N 
Hard Nova 



The Immortal 

The James Bond 
Collection 
Last Ninja [II 
Leisure Suit Larry 5. 
The Magic Garden 
Marti j in 
Memorandum 
Mega Twins 



Might and Magic III 

OutRun Europa 

Pitfighter 

Rise of the Dragon 

7 Colors 

Super Space Invaders 

Vol fled 

Vroom 



Still Available: 



Men Breed 

Alien Storm 

Armalyte 

Armourgeddon 

Atomino 

Beast Busters 

Hnrumza Bras 

Burger Time Deluxe 

Castelun 

Castle of Illusion 

Castles 

Centurion - Defender 
of Rome 
Chase HQ 
Choplifter 2 
Chuck Yeager's Air 
Combat 

Cloud Kingdoms 
Cruise for a Corpse 
Deuteros 
Dragon Crystal 
EA Hockey 
Elf 

The Executioner 
F-117A: Stealth Fighter 

2 

F-14 Tomr.41 

F 15 Strike Eagle II 

F-Zero 

Final Fight 

Flicky 

Floor 1} 

Footballer of the Year z 



Formula One Grand 


MiG-zgM 


Prix 


Monopoly 


Frenetic 


Monster Business 


Ghost Battle 


NBA AlKStar 


Gunshop 2000 


Challenge 


Halley Wars 


Nebulus 2 


Harris 


Prehistorik 


Heart of China 


Railroad Tycoon 


Hero Quest 


Robin Hood 


Hudson Hawk 1 


Rodknd 


Hunter 


Rolling Ronny 


In Your Face 


RType 11 


James Buster Douglas 


Sarakon 


Boxing 


The Secret of Monkey 


Jetfighter II 


Island 


Jimmy White's 


Secret Weapons of the 


Whirlwind Snooker 


Luftwaffe 


Kagelti 


Silent Service J] 


logical . 


The Simpsons 


Lotus Turbo 


Sneaky Snakes 


Challenge 2 


Sonic the Hedgehog 


Magic Pockets 


Space 1889 


Manchester United 


Super Professional 


Europe 


Baseball 


Martian Dreams 


Super RType 


Marvel Land 


Switchblade EI 


The Magnetic Scrolls 


Tall Gator 


Collection 


Thunderhawk 


Maupiri Island 


Thunderjaws 


Mf-g.i fortress 


Utopia 


Mega lo Mania 


Wardner Special 


Mega traveller 2 


Wing Commander l[ 


Mercs 


Zone War hoi 



Microprose Golf 



KSE< 
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CRIME TIME 



Price Amiga £25-99 
Genre Adventure 
Publisher Starbyte 




BABY JO 




CAPTAIN PLANET CELTIC LEGENDS 



Price Atari ST/ Amiga £24,99 
Genre Platform 
Publisher Lorlclcls 

Imagine, if you will, Mirrorsofl's Brat 
in two dimensions and you've got a 
pretty good idea of what the latest 
import from French firm Loricids is 
all about. Or if you don't know Brat, 
try imagining Mario with a nappy-wear- 
ing babby as the main character. 

It r s all really rather ludicrous, with 
the teeny toddler having to eat the bonus 
goodies as he bounces along the land- 
scape in order to keep fit - but he 
mustn't eat too much, or he'll mess 
his nappy! I mean come on! Just what 
are these Trench weirdo games design- 
ers on? Something pretty strong and 
more than a little Lethal if the quality 
of Baby |o s aesthetics are anything to 
go by. Poorly designed sprites, atro- 
cious music and hideously jerky 
scrolling backdrops are all proof of 
Baby |o's nafmess, but it has to be said 
that it is kind of cute in a rather per- 
verse sort of way. Perhaps it's some- 
thing to do with the weather? 

But if there's one thing it certainly 
isn't, it's fun ■ the slow, annoying game- 
play and hastily thrown-together design 
makes sure of that. It's for precisely 
those reasons that Baby |o should only 
really be an the shopping list of plat- 
form freaks desperate (and we're talk- 
ing cocaine junky 1 desperate here) for 
a new fix - and even then there are 
much more playable options available. 
fit? 




Price Atari ST/ Amiga £25*99 
Genre Arcade Action 
Publisher MirHtaMfK? 

Pass the lentils, man. Thanks. Yeah, 
like I was telling you there's like this 
guy right, and he's like this sort of 
super hero, you know. Goes around 
saving the world from these real heavy 
breadhead polluters. Yeah, like you 
say. Heavy shit, man. Anyway, he's got 
these five helpers, and they're like 
|ust kids, you know r but they've got 
this special rings that give them these 
cosmic powers. Totally amazing. Each 
level of die game like centres around 
one of these six characters, and they're 
just Tar out. 

[ mean like the first character. Ma- 
Ti r uses her ring to like chill out the 
bad guys and regrow plants so she can 
climb up to the level exit. Yeah, and 
like when she gets out there's this heli- 
copter she has to fly around in and 
scoop up endangered elephants and 
take them to a sanctuary'. Yeah, exact- 
ly. It's like this amazing mix of plat- 
form game and shoot-'em-up. Mnvnnx 
yeah, the graphics are sort of cute, the 
scrolling'^ fine, and the tunes are neato, 
but control over youi little sprite guy's 
a bit tricky. Yeah. Tricky Dicky. 
Watergate. All The President's Men. 
But you get used to it and all in all it r s 
quite a far-out experience, it not the 
slickest mostprofessional thing like 
you've ever seen. Lots of far-out 
psychedelic colours, too. 




Crime Time is an attempt to break into 
"adventure-without-^ing' market cor- 
nered by Lucasfilm and Sierra on the 
IBM PC. Unfortunately, it's not a frac- 
tion as good as their wares. 

The game opens with a moderately- 
interesting intro which takes along 
time to tell you that somewhere in the 
City a crime has been committed (tell 
us something we don't already know). 
Well r I say moderately interesting, and 
it is,, first time around. Unfortunately 
it can t be skipped and has to be 
watched cverytime the game is load- 
ed Annoying. 

And this overindulgence on the part 
of the programmers and lack of thought 
for the player extends to the game itself. 
It's a graphic adventure - there's a pic- 
ture window at the top of the screen 
and a list of actions and nearby items 
at the bOTIOTTi. The idea is the player 
selects an action with the mouse (i.e. 
Take h ) and then an item from the list 
(i.e. 'Key'). White haid| y ground breaks 
ing in its innovation, it at least has the 
virtue of being a system that works rea- 
sonably well. Movement around the 
game world is by clicking on the points 
of a compass that also sits at the bot- 



Price Atari ST/AnHBa £24.93 
Genre Role-Playing Game 

Publisher Ubl Soft 

It's amazing how you can tell, 99% of 
the time, what an RPG game is going 
to be vaguely like just by knowing what 
part of the world it's from. For exam- 
pie, if it s from California it s likely to 
be all complex and involved, while any- 
thin g from, say France or Germany, 
while still having all the traditional 
F RP elements . always tends to present torn of the screen. As the player moves 
things in a much more simplistic and from the location to location a new 
arcadey manner. As is the case here graphic slowly fades in pixel by pixel., 
with this littlp Gallk number which is painfully slowly. Bad. The scenery 
very- much in the same vein as Thalion's graphics a*? fine, but drawn at a series 
DragonjJigto and countless other Euro V badly-skewed angles for no other 
RPGs. It's actually a fine little game, reason than to be different, with the 
based around all the old RPG cliches, end result that they are just painful to 
but handling them with traditional look at. On top of that the adventure 
French style and aplomb. It's all set in isn't all that interesting either. Strictly 



the mythical world of Celtica, where 
the misuse of magic by an evil sorcerer 
has wrenched the kingdom in twain. 
What follows is a mix of strategy and 
conventional RPG elements present- 
ed from a number of viewpoints - on 
the battlefield, high above the world 
itself and so on, depending upon the 
scene. Though it offers nothing that 
seasoned genre fans will find particu- 
larly earth-shattering, it r s different 
enough in terms of presentation and 
style to make it well worth investigat- 
ing - especially for novice gamers who 
may be looking for an accessible and 
appealing introduction to the genre. 
**** 



one for die-hard adventure fans only. 

ixir 

DEATHBRINGER 




Price Atari ST £25.99 
Genre Beat'Em-Up 
Publisher Empire 

So there's this sword, right. And these 
evil wizards - and we're talking baby- 
eating variety here - have magically 
given it the ability to absorb the souls 
of any unfortunate it slays. Their inten- 
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tion is to use i! k\ gt-t rid oft" their goody- 
goody though thkky-thkky nemesis 
Karri, a barbarian so stupid he can t 
even spell his own nam* right. 
However, luck isn't on the wizards' 
side, and the sword somehow finds its 
way into Karri's calloused hands. Hardly 
believing his luck, Karri sets out to give 
the sword hack to the wizards - in style. 
Basically it's all a thinly-veiled excuse 
for a sideways scrolling blood Test of 
hacking and slaying, with Kam plow- 
ing through wave after wave of bizarre 
monsters, 

Deathbnnger boasts some of the most 
impressive parallax-scrolling back- 
grounds yet seen, even if they are some- 
what lacking in colour. Trie sprites are 
well-drawn with a nice line in humour, 
but they're rather garish in a monochro- 
matic sort of way. But despite its good 
graphics and adequate sound, 
Deathbringer's real problem is that in 
the all- important game play it's basi- 
cally all a bit dull. The combat moves 
are limited ■ strike up, across and down 
■ and slow to implement, while just 
wandering along, endlessly plugging 
away at the baddies, is not all that inter- 
esting either, And the prettiest back- 
drops in the World can't make up for 
that. Barbarian J/J this ain't 



FACE OFF 




Price Atari ST/ Amiga £25.99 
Genre Sport Game 
Publisher Krlsalis 

There aren't that many ke Hockey 
games available on the Amiga. In fact, 
there aren't any. So Face Off" is some- 
thing of a welcome addition to the 
canon of sports games. Worth getting? 
Well, yes and no. Like Manchester 
United Europe, it's a very polished 
game, with some super slick menu 
and option screens. There's a league 
to participate in, where the player can 
do anything from train the players to 
rename the manager . And like Ml/E, 
the player can rum off the arcade game 
and concentrate on the managerial 
side of things if they're that way 
inclined, or alternatively just play the 
arcade game alone. 

The arcade side of things is okay, 
although some may wish rhe action 
had just a touch more zip. Certainly 
compared to E.A. Hockey if s distinct- 
ly sluggish, Control is simple and easy 
to pick up - shoot, pass or thump via 
the joystick - and the sport is fun, espe- 
cially when things get a little physical 



and the Jists start flying. As standard 
on most sports games these days there's 
a replay function so that that blister- 
ing goal can be replayed again and 
again. Overall, Face Off is a rounded 
package, though unlikery to exactly 
grab the public's imagination. Fans of 
the sport will enjoy it, but just how- 
many of them are there in the UK? 



FATAL REWIND 




Price Megadrlve £34.99 
Genre Arcade Blast 
Pijfj^srieri^ygncrals/Electranic Arts 

Psygnosis disappoints nobody with its 
first foray onto the 76-bit consoles, 
maintaining the same high quality of 
graphics and sound that's made it the 
legend it is in the Amiga market. And 
dwikfully in this case there's the game- 
play to back up the visuals. But if The 
Kitting Game Show had to be renamed 
for its transition from the Amiga to 
the Mega Drive, couldn't they have 
come up with something a little bet- 
ter than Fatal Rewind? Apart from the 
fact that it doesn't actually mean much, 



ifs a fairly obvious attempt to sound 
like Total Rixuli. a film which bears no 
resemblance to this game at all. 

The player is put in charge of a 
mechanical walker reminiscent of the 
ED-209S in Robocop. An agile little 
thing, it can run left and right,, jump, 
fire and even climb up the sides of 
walls. Things they can do nowadays., 
huh? The player has to negotiate a net- 
work of platforms in the himl for the 
exit to the next level. Aliens fly on from 
all sides, swirling and swarming about 
the screen with the sole intent of see- 
ing the player bite the dust. And just 
to give the player a touch more incen- 
tive to escape the platforms are slow- 
ly sinking into a deadly red sea. The 
need to find keys to certain areas adds 
a small amount of depth to the game r 
but these arcade adventure elements 
never swamp what is basically a very 
classy and addictive shoot/ em-up. 



FOOTBALL DIRECTOR II 




Mice Atari ST/ Amiga £24.99 
Genre Strategy 
Publisher O&H Games 
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Yaaaaaawn. Don't get me wrong, I've 
got nothing against football ■ there's 
iust something implicitly boring about 
management games of this type. Player 
Manager is the exception to the rule, 
firstly because if s so excellent and sec- 
ondly krause you got to play Kick Off 
with it r which made it doubly excel- 
lent. When Faced with something like 
this, though, it's difficult to imagine 
anybody but the most desperate sort 
of gamer or die-hard footy fan actual- 
ly getti ng any enjoyment out of it. 

Technically of course, there's noth- 
lh^h: I :>.u.L .1. jn.J I he depth that the 
game goes into is commendable - 
you've got your league and cup tro^ 
phies, financial problems, player 
injuries, team tactics, talent scouts, sta- 
dium management and all the rest 
of it. On the aesthetic side, however, 
nothing much seems to have changed 
since the days when these games were 
prevalent on the Spectrum about three 
or four years ago. 

These days, however; the cheapo 
graphics and sound just don't cut it 
any more, do when something like this 
conies along it seems like a bit of an 
embarrassment, really. But of cnu™* 
it's r he gameplay that counts and for 
what it is, Football Director is enter- 
taining enough, and providing you're 
not expecting too much and willing to 
give the game some time, it should 
pay ofT handsomely. The wiser mem- 
bers of the computerised football-man- 
agement fraternity will probably want 
to save Their pennies for Player Manage 
2 a however . 

HARD NOVA 




Price Atari ST/ Amiga £25.99 
Genre Role-Playing Game 
Publisher Electronic Arts 

Hard Nova's a game that's difficult to 
categorise. Like Starflitfti 2 it s a mix 
ture of styles, boasting strategy as well 
as role-playing elements, adventure as 
well arcade space-flight sequences. It's 
the sort of stuff that Electronic Arts in 
America have been churning out for 
years - science fiction odysseys with 
a hen worlds, sleazy mutant characters, 
big spaceships clanging together and 
all the rest of it, There's supposedly a 
comic edge to this one r with the play- 
er taking on the persona of wisecracking 
space bitch Hard Nova. You can inter- 
act with characters, RFC-fashion, col- 
lect objects, do missions and trek across 
the galaxy, kidnapping, ferrying cargo 



from planet to planet and so on and so 
forth. It sounds like a bit of a cop out, 
but if this sort of malar key is your cup 
of tea, then you're liable to have a Jot 
of long4asting fun with it - it's just a 
shame that the vast majority of garners 
don't have the patience to get into it. 
Well worth checking out - the game s 
got plenty of atmosphere (ho ho!), and 
gets progressively more involving the 
Longer it's played. Just don't expect to 
be able to pick it up and get playing 
straight away, 

THE IMMORTAL 




Price IBM PC £30,99 
Genre Arcade Adventure 
Publisher Electronic Arts 

It's over a year now since The Immortal 
appeared to great public acclaim on 
the Amiga. A masterpiece of an una - 
tion and game design, like FTLs 
Dimgeon Master it was probably respon- 
sible for selling a fair few ]Mb upgrades. 
At last it's made it's way on to the PC. 
and now features a couple of new 
enhancements that make it any even 
better game. 

The majority of the game is identi- 
cal. The player guides a superbly-ani- 
mated wizard on his travels around an 
isoroetric-3D dungeon. As he progresses 
around the corridors, he discovers trea- 
sure, traps and j of course ■ terrifying 
monsters. In the original Amiga game, 
the fairly complex combat took place 
at the same scale as the rest of the game 
(Le. small) and it made judging respons- 
es to the opponents lunges and feints 
a touch difficult. On the PC, however, 
when combat occurs the view switch- 
es to a close-up that makes things far 
easier. 

The only gripe from a PC owners 
point of view is that having been spoiled 
by the recent plethora of 256'Colour 
games, the t6 on display here are a lit- 
tle disappointing. However, this doesn't 
seriously detract from what is an otl> 
erwise excellent game and recom- 
mended without hesitation to anyone 
who fancies a bit of dungeon n" drag- 
oning, 

THE JAMES BOND 
COLLECTION 



Price Atari ST/ Amiga £24.39 
Genre Arcade Blast 
Publisher Domark 

Given that Domark has been punting 
out fames Bond licences for so long 
(ever since the dire A View To A Kill, 
in fact), it hardly comes as a surprise 
to see a compilation appear as soon as 
there are enough tides to put one togeth- 
er. So here it is, comprising three 16- 
bit 007 games so far - Licence To Kill, 
Live And Let Die and The Spy Whfl Loved 

Of the three, Spy is probably the best, 
comprising an agreeable mix of game- 
play styles - there's a bit of Spy Hunter 
in two little race games, some Xenon 
2 in & smar! underwater shoot J em-up, 
a double helping of Operation Wctf 
style duckshoots and a neat puzzle- 
based sub-game. 

Licence To Kill, also a collection of 
sub-gmws, comes a close second, offer- 
ing equally classy and playable action, 
but with slightly less variety (they're 
all birds-eye race'n'chase affairs). 

Live And Let Die is the worst of a good 
bunch - originally an Elite game ( ailed 
Aquahlasi. it was hastily modified to 
look a bit more like the film and 
renamed appropriately. As befits a game 
where the licence is bolted on at the 
last minute, it's not particularly simi- 
lar to the film, consisting of a simple 
boat chase based on the film's... er... 
boat chase. It's not a bad laugh though, 
and on the whole the compilation offers 
better value than most on the market 
right now. 

LAST NINJA 3 




Price Amiga £24.99 
Genre Arcade Adventure 

PvtytisfierSyxtem 3 

Well, well, well. After everyone has 
been shining up their shoes at the 
prospect "if giving System j's much 
touted, much lorded and much delayed 
conclusion of the Ninja series a right 
old kicking, the bleeding thing turns 
out to be great! 

Applying a more arcade -adventure 
angle to the tried and tested Ninja for- 
mula, the boys at the System have pro- 
duced a game which has all the visual 
appeal of the first two games in the 
series and none of the problems. Well, 
that's not quite the case, but instead 
of the game relying so heavily on the 
fight routines which, to be honest, 
were never that good, the emphasis 



has been moved onto the puzzle-solv- 
ing element which isn't half as hard 
to implement. 

Spanning an epic quest across a 
bunch of different zones (earth, air, 
fire, water arid void) the game contin- 
ually throws up different puzzles which 
trie player must solve in order to reach 
the nest stage. 

Aside from completing these puz- 
zles., there's a fair amount of rucking 
to be done too, and the collectible 
weapons add enough novelty to ensure 
that wen when the player is doing over 
his twelfth adversary of the level, he'll 
find something new to do. 

Graphically, the game is really rather 
special, wjth the isometric kmdsiLapes 
at a stage which must surely be 
approaching the state of the art , and 
die animations of the characters them- 
selves being undeniably fine, fust look 
at the speed blur on that. 

LEISURES HIT LARRY 5 




Price IBM PC £34.99 
Genre Adventure 
Publisher Sierra On-Line 

He's Larry Laffer! She's Passionate 
Patti! And they're in a whole lot of trou- 
ble? Leisure Suit Larry 5, the latest instal- 
ment in the impossibly successful 
adventure series chronicles the spy- 
ing adventures of America's favourite 
lounge hzard. 

I n what promises to be the most sexy 
adventure in the series, the player must 
guide' Larry and Patti through a world 
of porn and mobsters m the quest to 
keep good honest smut on the airwaves. 
Initially taking the role of the audition 
host of America's Sexiest \ iome Videos, 
Larry quickly becomes embroiled in a 
hairbrained underworld plot to get all 
pom off the normal market and drive 
it underground where enormous prof- 
its can be made. 

It's all pretty standard point and dick 
stuff, but this time the player alter- 
nates between the very different per* 
sonas of Larry and Patti, allowing both 
to get into sexy scrapes and also avoid- 
ing and particularly severe cries oi 
"Sexism!" from bendy liberal wets. 

Again, the hand-painted 256-colour 
graphics and game design are an excel- 
lent splint for what occasionally laps- 
es into a bout of pretty lame gags. 
However, this time Larry does have 
moments of absolute brilliance, and 
the continual promise of a further saucy 
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Hartlepool Docks 
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Mtoga Drive fiamtt 

Mega Drive \ SCAFfT or PALJ + PSU £93.95 

Mega Drive + One Game £.114, 95 

Mega Drive + ESWAT + So n i c £134,95 

Alien Storm , ■ . £29,95 

Blocko ut „ £26,95 

BareKnuckte r £30,95 

Centudoiw. . „ p ++ . i+ A3$A £2 5. 9S 

Dick. Trricyi-+.++ * n ■ *+% p*+i m p i+i p++i n £24.95 

OJ Boy M p + ++ p™. . .,».„.* £14,95 

CMno Land - 1 i npi»f in ■ i4i HHP £2 9.. 95 

ES WAT. ... „ £14.95 

Faery Tale Ad venture......... USA £25.95 

Fastest One | SCAffTOnfyl £14. 95 

GalarcSrxii .*>. ■ .. * »+-. ■ i+i £24* 95 

Gho stb usters £19.95 

Gho uls & Ghosts .. . . L2 9, 95 

Golden Axe h+ . 1+ . h+HI+ , „„ pp+ £25.95 

Galaxyfofce II [SCAFTT O nly ) , £2 9. 95 
John Ma<Jtefu.**..*.»w.**.**..*..IJ5A £26.95 

James Pond, t +1 , £25.95 

KaGeKi £22.95 

Magical Hat. ... . .. ... £20. 95 

Kings Bounty... P „„ *. l++li H.USA £25.95 

Monster Hunter.*. .*+. .». ... . £23 . 95 

Might & Magic. £28.95 

Mickey Mouse, £26,95 

IVlf] n^CO G P. ., . , ■ - - r-i k**l h + . . hi 1 £ Z 7 . 9 5 

Muunwrilkrr... £26,95 

New Zealand Story. , £30.95 

NacHa the Wonderful £24.95 

PGA Golf i . . .... i I.I1M4..1JUM .J . ... £2 H. 9 5 

K 1 1 i 1 1 f i i l^un.j K-P.-.+. § p+. ++■ p+« .+« p-p+i p* £3 1 . 95 

Street Sma rt, tH i avHH £2 6- 95 

H L — I ■ . "u-J l_a . '■<*.<•-... 4-1 .. * . P p 1 R ■■ ' J 

Strides. . „ „ .„ ....... . . . , £2 6, 95 

Sword Of Vermillion £29.95 

Super leag ue 9 1 £29. 95 

Shining In Darkness. . i+1 . £2 4. 95 

Spicier man. -Ti^+Hh+^iH f+t«h+m'+i++u £23.95 

Tiger HeU... ™«— E24.9S 

Thunderf ox (SCART Only j .... £3 1 .95 

V«5nj|rteM+«-»i *>■ *...«-* *..»*. ii*i4iH £26.95 

Wondefboy III.,,.,.... £21 .95 

Wreitk: W^n +It t £29.95 

Outrun , £76 95 



Master Gear Converter 

Now you can ploy master system 
gomes on youf game gear ! 

£26.95 



| Gome Gear Heavy Dufy Pow$t Pack 
1 £3195(GG) or £33.95 (GJ) 
1 PC GT Heavy Duty Power Pack 

Poehar0oafcite Por'able Battery r-'^c * 
s| helming Charger / Power Supply Unl r 
lOS« Jl p To s j^ar^Jvirg^ 
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MEGA DRIVE TOP TEN 



J 



1. 


Jewel Master 


£30.95 


1. 


HVkento 


£10.95 


3. 


Souk Yht Hedgehog 


£27.95 


4. 


EA Ice Hockey 


£29.95 


5. 


Marvel Land 


£28.95 


A. 


Hellfl re |New product ion! 


£30.95 


7. 


Matter of Weapon 


ElO.95 




Zen Wing 


£27,95 


t. 


Bonanza Brothers 


£27.95 


10. Road Rash 


£11.95 


Si 
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1. 


Super Ghoul* n' Gho its 


£48.95 


2. 


Geo man the Warrior 


£19.95 


3. 


Hyper Zonct 


£19.95 


4. 


U.N. Squadron 


£19.95 


5. 


Pfkrtwlngs 


£38.95 


6. 


Super R-Type 


£38.95 


7. 


Gurdam F-91 


£19.95 


8. 


Mario 4 


£38.95 


9. 


Final Fight 


£38.95 


10. 


Battle Dodge ball 


£39.95 



Game Gew Top 5 



i 



1 . H alley W 

2. Magical Guy 

3. Wagan Land 

4. Outrun 

5. Fantasy Zone Gear 



£21. SO 
£21 .SO 

£21. SO 
£21.50 
£21 .50 



NEOGEO Top 5 



J 



1. A SO II Lart Guardlein 

2. Burning Fight 

3. IMlnfa ComlMt 
4i Sengoku / War Oy nasty 
5. BJnei Journey / Raguy 

Consoles 



CI 01.95 
CI 01.95 
CI 03.95 
CI 03.95 
CI 03.95 



Please Add £10.00 Delivery For Gemote 
(Next Day Courier Service) 
£1,50 For Games & Accessories 

£4,00 Hand El del Consoles 
(First Class Recorded Delivery) 
Fully Computerised Stock Control fit Despatch 

UNDER NEW MANAGEMENT 

Supmw Famicom Ganws 

Jtrry Boy (ISIEW} W £39.95 

Act raisers..., t i-3 50 

III [NEW)........ E39.9S 

F-Ze ro . . . „ IM . IM ... ... . „ . 1=34,9 5 

Sim City.................. £36.95 

Darius Twfcn £39.95 

Gradius III,.., £37.95 

SD Great Battle £35.95 

Sombwf a*, „,.,..... tifl^S 

Populous £36.9 5 

Hole in One Golf... £39.95 
Augusta (3D) National Golf £35.95 

Pro Soccer, , r £43 .9 5 

Game Gear Games 

Geo Stadium Baseball £20,95 

Super Golf £20.95 
Put & Putter Golf (NEW] £20.95 

Monaco GP £1S.9S 

Mickey Mo-use £19.50 

GG Shinobi £19.50 

SKWEEK £20.9S 

KJ netkc Co nnecti on E 1 *-'5 

Psychic World £18.50 

G-Loc E19.SD 

P.C Engine Games: 



S C I. [Chase HQf 
P.Cr Kid II 

Final ^nirtmr (NF\1V) 
Dragon Egg 
Devils Crash 
h¥o ftav* tatt ot uaAcf PC ingirw 



£27. 

£23,95 

£23.95 

£44.95 

tn siock 
ut a oof 



PC Engine CfT + Galtetics + Ajny Game E229.9S 

PC Engine Core Grant U (PAL or SCART) £1 3S T 9S 
+ PSU + Arty GanH 

NEO-GEO Games 

Nam 7S £69.95 

Boxing £107.95 

Magician Lord £39.95 

Cybedip CS9.95 

Baseball Stan CB9.95 

Top Players Golf £89 .9 5 

Riding Hero „ £84.95 
Kj ng of the Monsters £103 .95 

Crossed Swords CaJI 

Accessories 

NE OGEO JoyilKK £40.1 S 

JWMde Power Such [MD\ 12S.9S 
Pro 1 JOyldtk IMD\ £.10. IS 

ICS Tji t» & Ska Md Pad jtriD] £ 1 4 . 50 
PSU F« FiirtlkCPrt*, GjirtW 9***r_ WD L&.fli 
rsu For Lytu ^Limited stockj Eft. 9 5 

CsiTi Cnbk far Lyiu [Umiud Steckl LB, 95 

JJ King iup^f -thyiihr k |K Armcmnl 
JaparhriT' Ca five.- In t*.5& 



Gama Gear £88.95 

Game Gear 4- J Game £116.95 

Game Gear + 2 Games £128.95 

Game Gear PSU £8 95 
W 



Samsung 14" R/C Scart 
Portable Colour Television 
» * £185.00 * 



Mega Drive (PAL or SCART) * PSU + Joy pod 

Mega Drive With Either Magical Hat, ESWAT, 
Wonderboy III, Dick Tracy, or Moonwalker,.... 

Mega Drive With Sonic the Hedgehog * ESWAT. 

Super Famicom (SCARD + 2 Pads 4 PSU 
Super Famtcom + 1 Game 

Super Famicom + 2 Games 

NEO-GEO (SCART) + Joystick + PSU 

+ Ma 



l&mory Card 



-GEO + 1 Game 



(Many Used Games & Consoles in Stock Please CaU) 



£ 93*95 

£114.95 

£134.95 
£194.95 

£224.95 

£24&95 

£287.95 
£378.95 



Aft Consoles Carry 12 Month Guarantee 
AH Handii&tds Carry a 6 Month Guarantee 



tjQrders Phteed fle/pre 4PM Wili Be Despatched The Same Day) 
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pic of a top spy in a saucy pose is 
enough to keep you coming back For 
more. No? Well, please yourselves. 



MAGIC GARDEN 




Price Amiga £24.99 
Genre Arcade Adventure 
Publisher Electronic Zoo 

Good God! Whatever next. Having 
been plagued for months by an appar- 
ently never-ending stream of ceramic 
gnomes, we were understandably keen 
to get our hands on the game which 
they promote. And what a peculiar con- 
coction it is. 

In his endeavours to become 'the 
most efficient gnome' , the player must 
guide a gnome around the eponymous 
magic garden doing, well, this is where 
it becomes a little bit unclear actually. 
He can do pretty much whatever he 
fancies. He can water the flowers. He 
can mow the lawn, 1 1e can use some 
magic seeds and fly around on the back 
of a big dragonfly! But the gnome must 
be careful, for there are terrible traps 
which live in the garden like big flow- 
ers which can hurt him or tall grass 
which can slow him. down. 

And Gnomey had better be careful 
with the number nf objects he's car- 
rying, or he will become too tired and 
get hit by lightning and die, But the 
gnome won t get hit by lightning if he 
is exploring the underground caverns 
where the toilet is! Gnomey can flush 
the toilet for extra efficiency. 

Presented in side-on elevation, the 
game looks, plays r smells tastes and 
is just odd. It's as odd anything 1 've 
ever seen in my life. PeoilLar Beatrix 
Potter style graphics and gameplay 
which quite honesdy is tricky to imag- 
ine appealing to the masses make 
Magic Garden a true anpa. 
aft 



MEMORANDUM 



with flashy graphics and sound. Rut 
in Martian Memorandum's case the 
aesthetics are enough to make up for 
the game design's shortcomings or 
at least they seem to be for die first few 
hours. The game uses digitised video 
Footage. s;i ri l pled speech and Film qual- 
ity music to set the scene (the story 
casts you as a futuristic private detec 
tive who must travel to Mars to track 
down the kidnapped daughter oTa 
famous industrialist), and it works very 
well creating a strong sense oF atmo- 
sphere 1 and involvement. 

But as is so often the case with games 
of this type, the effect of these flashy 
gimmicks soon wears off and when 
you actually buckle down to play the 
game you realise that there isn't real- 
ly that much to see or do. An ardent 
adventurer could easily complete it 
inside of a week, because the linear 
game design means that it s almost 
impossible to down trie wrong track 
- it's as if you're being guided by an 
invisible helping hand, and that's not 
very satisfying. 

Both of Dynamics similar-styled titles 
Rlv Of Dragon and Heart Of China 
r>ffpT similar and more satisfying expe 
riences, so if you've got the PC mus- 
cle to run so demanding a product, 
you h d be well advised to check either 
of those out instead. 
ir 



MEGA TWINS 






the lack of excitement. There are no OUTRUN EUROPA 

real thrills on offer ■ the platform ele- 
ment is minor, and having to endlessly 
tap fire to jab the bea sties into obliv- 
ion is hardly opening up whole new Price Atari ST/ Amiga £25.99 
vistas of tele-visual entertainment. The Genre Racing Game 
Final nail in the coffin is the fact that Publisher US Gold 
the whole thing is incredibly easy - a 

competent player will probably get At long last! A game that has become 

half-way through the game on his first a legend, along with the likes of Star 

set orcredits. Mega Twins had A-grade Ttok and Bi ndb of Prey, over the last cou- 

potential but whether it's the fault of pie of years, simply because it's taken 

the original coin-op or the conversion so bloody long to come out. The ong 

it's actually turned out to be Meagre inal idea was to release the product to 



Price- IBM PC £35.99 
Genre Ad vetitu re 
Publisher Acce&s/US Gold 

Once again a game pretends to be an 
'interactive movie' and turns out to be 
little more than a simplistic adventure 



Price Atari ST/ Amiga £25.99 
Genre Platform Game 

Publisher US Gold 

There's big trouble in the land of cutey 
things. A dark shadow, etc. etc. has 
fallen across the land, and it's up to 
the two sweetest and most unthreat* 
ening warriors ever to grace compute 
er software to save the day. At its core 
Mega Twins is a platform game - one 
or two players guide their cutesy heroes 
through level after level of ledges and 
chasms, seeing off the attacking mon - 
sters with a lunge from their tiny lit- 
tle swords. Mu«k orbs tun be found 
along the ray that act as super w i i pons 
which are particularly useful against 
the super-tough end-ohlevel nasties. 

As a conversion of the CapCom coin- 
op Mega Twins is hardly startling, but 
it's competent enough. Apart from the 
slightly turgid pace of the action, the 
main thing that prevents Mega Twins 
from making any real impression is 



rather than Mega, 



MIGHT AND MAGIC III: 
ISLES OF TERRA 



Price IBM PC £34.99 
Genre Rale-Playing Game 
Pubfistier New Worid OoimJfeteAJSQDU 

"By my mighty sword of Zorak, 1, 
Hagor Dragonbone, must smite the 
evil doom-legions of Krynn before the 
alignment of the six moon-worlds!" 
Yes, well you get the general idea, 
Might And Magic III is yet another 
delve into the much-explored realms 
of FRP gaming, this time coming over 
as a cross between Dungeon Master and 
The. Bard's Tak. Is it just me or has the the way in a way that i&nt conducive 
whole FRP genre been done to death to gameplay .a all, but is just very frus- 
so badly that there's just nothing new trating. The boat bits don't even bear 
anymore? **** al>out because they're so unjust 

This third Might And Magic outing and difficult, and 99% of players will 
would seem to support that argument, probably put their foot through the 



cash Ln on the wave of euphoria from 
the original OutRun conversion - which 
should give you an idea of how long 
we've been waiting for it. We ended 
up getting the of [heal sequel. Turbo 
OutRun first, which wasn't much COf», 
and now we've got this, which isn't 
either. 

The basic idea is that the player has 
to take charge of a variety of vehicles 
- car, bike and boat ■ as he races over 
virions Jand-and-sea stages to deliver 
a vital package, while international 
agents are out lo stop you. It's all a bit 
ludicrous really, and what's seeming- 
ly supposed to be a cross between 
OutRun and Chase H.y. with extra 
knobs on is in fact a bit of a shoddy 
mess. The road sections aren't much 
fun to play because control of the vehi- 
cles is so bloody over-sensitive, and 
the enemy cars just keep on getting in 



as apart from some v^iy flashy VC;A 
visuals and soundboard sonics, there 
seems to be very little new or inter- 
esting on offer, except maybe for that 



monitor screen within five minutes of 
loading* it up. Talking of loading, the 
constant disk accessing is u pain in the 
prostate, and it all hardly seems worth 



ever-persistent fraternity of die hard it when it's not even very clear what s 

RPG fanatics. As you'd suspect, the actually going on in the game. There 

scenario is about as hackneyed as one are far better race games available, so 

is ever going to get, with some clap- don't waste your precious time pom 

trap aboul returning the Ultimate Power dering over tilts one. 



ft 



PIT FIGHTER 



JUPWK — I 



Orbs iinrrim. yes!) to the King. What 
that involves is selecting a party of 
dwarves, ores, heroes, warriors and all 
that and then wandering about fight- 
ing with dragons, collecting treasure 
and picking up clues. 

The game itself actually is very pret- 
ty, but for the most part the adventur- 
ing is pretty slow and insubstantial. 
Considering, however, how com! i 1 1< h it J Putolts her Doma rk 
FRP gamers have become, 1 doubt that 
anybody who's likely to buy Might «J 
Mope HI will be disappointed by what 
they find. 



Price Amiga £25,99 
Gcnru Beat Em-Up 



If ever there's a prime example exam- 
ple of an excellent conversion of an 
average coin-op then Pitfighter is it. If 
you're an arcade Roer then you're prob- 
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ably more than familiar with the game. 
With its giant monitor screen, three 
sets of player controls and stand-out 
digitised graphirs you rnutd hardly 
miss it. Trouble was, underneath the 
unique flashy visuals and meaty sound 
lurked a distinctly dull beafe-'em-up. 
made even worst: by the confusion 
caused by the grainy-looking graphics, 
Where's my bloke gone? Is he hitting 
me or not? You know the sort of thing. 
All in all a less than rewarding expe- 
rience. 

In converting Pitfighter for the home 
systems, Teque London have actually 
improved it a Hell of a lot. Indeed, if 
you liked (he coin-op, chances are you'll 
like the home game even more. The 
graphics, which have retained pretty 
much all of the flash special FX of the 
coin-op, are clearer, and the slower 
pace makes the game much easier to 
play. The joystick controls are a little 
uninstinctive, but it only takes a few 
goes to get the swing of things. But as 
good a conversion as it is, it still can't 
compensate for the fact that funda- 
mentally I > 1 1 fighter's about as exciting 
as tapping a fire button all day. Which 
in Pitfighter, I'm sad to have to say t is 
pretty much what you spend all your 
time doing. 



RISE OF THE DRAGON 




Price Amiga £34-99 
Genre Adventure 

Publisher Dyna mix/ Sierra On Line 

Amiga owners have been scrambling 
to become the first to purchase this- 
the first or a new wave of Sierra games 
helmed by the perennially popular 
Dynamix team. But they should be 
warned. While Amiga owners get to 
enjoy just as many visual thrills and 
plot twists as their PC Pals, they pay 
the price of swapping ten (count every 
Last one as it slips in and out of your 
drive for the umpteenth time) disks. 

However, if you're willing to pay the 
access-time price, Rise is an extreme- 
ly rewarding product. The player takes 
the role of a futuristic detective, a real 
Marlowe type, slugging his way through 
a drug addled city of sleaze, the last 
remaining obstacle between the mys- 
terious Dragon and total control of" the 
entire planet f Played in first -person 
perspective, the game uses the no-typ- 
ing-necessary control interface which 
Sierra have made their trademark. 

This is another example of the tote- 
active movie deal which American com- 



panies are so fond of forcing down our 
throats, but for once it isn't too bad. 
There is actually a story here! And there 
is actually some adventuring to do. 
The player must investigate the strange 
drug-related death of" the Mayor s 
daughter, interrogate scummy crim- 
inals and do all the other sniff that pri- 
vate investigators have to do. Wire taps, 
opening other people's mail, hanging 
out in low-rent strip joints. What a life, 
And if s all m those lovely hand drawn 
graphics. Mind you... all those disks... 



SEVEN COLORS 




Price Atari ST/Amiga/IBM PC £25 99 
Genre Puzzle 
Publisher Infbgrames 

Tctns, the pme that started it all, may 
be getting on a bit now, but there's 
always room for a new puzzle game 
on the market. The only problem is 
that the vast majority of puzzlers that 
have been washing up on these shores 
from America and hirnpe have either 
been of unbearably low quality, or just 
too weird to get the head round. 



Seven Colors from lnfogrames r a 
company that prides itself on its off 
the- wellness, fits snugly into the lat- 
ter category. It's played over a large 
board made up of hundreds of tiny 
coloured diamonds where the object 
tive is to change as many diamonds 
to your colour, spreading them like a 
vims across the screen, faster than 
your opponent does. The first player 
to fill half the screen area is the win- 
ner, It's difficult enough to understand 
when you're actually playing the game, 
so don't worry if you're a little foggy 
after that brief explanation 

In fact the major problem with the 
game is that it's not very easy to under- 
stand, and because ih trigs just seem 
to happen it's not very easy to keep 
track, or indeed to work out what's 
going on at all. The confusing situa- 
tion is further compounded because 
the instructions hardly explain any- 
diing at all. Persistent players may well 
gel something out of it however, and 
there's a variety of game options to 
spice up the action if they do. Oh, and 
there's some very nice in- game clas- 
sical music which suits the game per- 
fecdy. It s very soothing indeed, and 
make Seven Colours worth booting 
up even when \hr game's gone stale. 




Mail Order limited 



simply thi lowest mice* akoi 

Tel : (0763& 34 3e*3 
Durtni bourn ; 9 Warn to 4.0Crp*n 7 dayi a week. 

V\tm,t iinhT i l^:|iiiM.. PO OrdfTE pay»b*e Lo OPTICAL MAIL ORDER 

■ I M I TF.Tt 

I ? SERBY AVENUE, KtJYUrCKJ, HEKT5, .%T.fl f^H 
DEUVHT ; ALL QAMEfl ADD £1.00 HAHD KELDS A AC.C.F. 5,fW>ftlES 
ADC ICS DO - COMPUTER ft OTHER COJI SLOES ADD £ lO.Uti .FLARE 
ALUCA' 1 "AY* FOK CILEflUES TO CLEAR . ALL ITEMS DESPATCHED 

Afi SOCK A5 THEY BECOME AVAILABLE. 





HARDWARE 



CONSOLE GAMES 



CARTOOK f l_ASSrCR PLUS PAC!K£369{» 

six ^Sai* 

CDTV jtfl«9,» 

rj-iMinirijiH. tliiirhlriEwnn Enrprlp pedis. 

30 8TX DI&COYimr EXTRA FACM U 

Sim Cartv. 9 Livei. P» Chmmc, Escape 

ftTI FAMILY CUKKJCULM KALH 




; .c^.-iiiviry 



tu Junior School. GCSE- Hevlaiori. 
LrtJ Tfij 



iplri?90 



ATARI L¥M T HAfjD-lfELC CpfiSOLE . .. .£1 10.99 

CuUSrtlW Games. ConuTnu. • .i j1* F'SL 

IVVK M ItAV" ItCLD fOBTMLE + FSU 

Cartrlilde Converter 

ffiwtr 3w Camwrirr 

^WRT AllTH ..,n|.,r.,,i....,..M.„r....r,.., 

&«8Sfi" _, j; " — 3 

A MASTER SYftTIH COflfrOLE t HANG OH 

* ALEX KJ1>D 






.tin 
Main* 

REDJ^ CkAMEOEAR HAND-HILC COWaO«*94.99 

OQpO CAMEtOT HAND HELD CONWJJE 

IwWHiwIjpi^ torLerteg 
iAitiRhcSy ^:^wr7jS*m'lw!^^ !! JEl -I &9 

^TNTEjTOO SUPER F AMI CON CONSOLE (BCAJtTJ 

(PALJ 

rid, F-7fni, JoyrtKfc. 
PC- ENQISSE CONSOLE 



EfflBI 



3D Uluckaut £27.y9 

IjHI A11if k Sub Ol .99 

Annul** Tank £31.99 

AOrfllHiTrier? . £37.99 

Alex Kidd Jn Castle .. £26.99 

Allen Storm J27.99 

AKrrrd fl*ajt -S27.99 

Arnold! paLmcr GoJ .. su27.99 

Arrow HaAh _CZ7.S1> 

Ekuk To Future 3.... Ju3E.94 

BatUt Squ«lran £3 L .P9 

Bh^JIAiI.'^ Hnrfhrii. ..£27 

Fk.,kK<.n.-.h £.TL?» 

Pi.n.kikuri. JE3L.W 

UurnlnK l'oiv* 

IMJIIornLi dam» . ..£11 1KI 

>. i i.iuiH.in £31 99 

Cuhunns 

Crarlt b(Twn £27. SKI 

CvljcrbalL ..£37,99 

Dmrk Cjitlrs Lil.yy 

UecapaAisbr-a £2.7.iiKl 

DlckTnn „ . .£31 99 

[HaiaJil Duck. £31.99 

DynajnlLc I Juhr ...£37.9» 

E A HcrXty 

EainL.^. £37.99 

F32 InLffrreplcn- . .. . t3L99 

Facrylalc £il.M 

PlRUBta Z3\ 99 

Falal LabrvnLh £26.9** 

Fire fehflnce L27.9U 

nirky £26.!» 

Forttixwri WiirW* . . £37.99 

<ia\n Grnund £27.9$ 

(rhofilbUHcri £27 !Kl 

GHoull M GHC41* £37 tM 

Gulife-j 11 A.i.r .... . : r-"l 

Hri^ ?,mH . .. ..£3r7 99 

J B OoiMila^ Uoxlim .£2 ? *w 

June* Ffmd O I *Kl 

.P^ifr] M n «w r £37.99 

.1 M H r|i!. Ajrwr F.^ib.£31.99 
Kllkiuj GuTxShww. .£31.99 

KJruis Bounty £2/ yy 

Lakers v Cclclca Ol.yy 

i^iui Daiuc ...«i7.yy 



!••• 



.£31.99 
tJi.yi? 

£42 99 

£27.99 



Mnrbli H 

Man 

Mickey Uouie .... 

MunuLer Uilt 
MansLer ift'orii H. 

Monnwalkfr . £37.99 

Mntit DtftfluVr . . £27.99 

NfJL llo-kcv £JI.9*J 

OuL Run £3 I .W> 

PCA CiDU OL \#Y 

Fhfljilasv S«f 2 .£51 99 
PtiHii^Hv fiinr 3 . ,£4L 99 
FbflldM....... ,....,.£27.99 

Pupuloui £3L.99 

KamtM S £2f^fcl 

Kn/Hifit- 11I Hhlnul-il. .£27.fl9 

liJniib ol Pwnr £31.99 

Hand Hash E31.*H 

Itohor^Ml.,,... JB31 99 

ShtLdcnr Dancer £27.99 

Hhndn* of Uui- Haum £.Tfl.5K3 
FihltiUi^ hE PUiH-nrHH £41.99 
S:.r|ii HwlrfphdjJ £27.99 
Scour !ljJTtcr2.. .... 127.9*5 

SpwdtiaU 2 iL1].!TO 

^j'Klwman „-..,. . , . £31.99 

Shir Fugfit _£38.99 

Streets of Rue 027.9U 

Sirlder , £37.99 

*i:.|arr I la-nrf 1 in £27 99 
Suckl LAaijuc JJnMb.£27 
Super MiT*lfl«i P.P. ..£27 FW 
Ffr»l ^Hsk,-- .1] J^7 Uy 
Super Thundcrubde £27.49 

S-ATDid. of Uodari £15 1 ttn 

ftwi>/d hi VrnnilliiJiL .£42 99 

The Imnu'xfial ,,,,-,£3 1 99 

Tliijri.irifciiira j^V'jy 

T« Jam and £arJ £31.99 

Tnkl £27^10 

TrwtOfl £27.99 

TvtQHAwk £27.99 

Wbrtd Cup JLaUa MJJ .tzUi.Wi 

Wreatle W&r J3J7.EJS 

?i=no(ii 2 -C31.99 

Einv iioir i-ll.M 

Eomni JE3O.B0 



SCOA UAMEtiEAR 
SOFTWARE 

Cftlumih*... £19,B9 

Donald Duck £22.99 

Drnfton CrvaLal £22 * 

KATtbry Ptnfc £]ft !*l 

FftllftftW ZD» .,£22 99 

ranger £18.99 

G Jjk £22-9B 

Oi-jWtMl A^i" £22 QG 

HAiifyViVuri ..£22 M 

.::h- Mud-ana FixUli £23.99 

Leederboard £22 yy 

MlcJqcv Mouse £2i!.yy 

Mlnjo. boiden £22.99 

Out Run , ,.£23 99 

rViu%..t £19.99 

Pnrttic World £16.94 

Putlej QoB ilfl.90 

BhlnuW £22.99 

ytiLlalr Hbker .....£22.91* 

S:-.r.l. II, r ht^l^l,.^, £32 99 

apace Harrier ..£32.99 

^•pidernuui £22.91* 

Super Ki. k D\i £22 Ml 
H.i.|.t-i Mi«ifu'Ti C ?. . £18 99 

Winder Bey..... £19.99 

Vk'oMiy £]R99 

I 

Alleyway £]t* !KI 

Anuxlnb IViiijuLn £22 HrH 

HHlkm Rid ..7?. ....£19.99 

i-uiwbii:: 9s 

Daaee Laaded £22. 1K3 

H*cmAn. £23.99 

B«ri.|r Uui. £2-5.99 

B< wrier* Adr*erriurr £ L9.99 

Bubble Bobble 122.99 

Dubtue Or»Bl £22.99 

Bii^jH FJimrrV .. ... .. ... .. £32 99 

bur Hi Flgjnter £2 ] .99 

CuUevanlB £22. fH> 

Cat Hap £21.99 

Cluw H g £2S 99 

CSirtw. MxHirr £32.99 

Cra*ino Tajik .£22.99 

DwHlton Opuft £2 1 .99 






I3e-Arl Ht-ii ^tmb*€,£21 99 
r>«cienry„, r „.„ ni ., rill ,£21 99 

Dnuble DriuHd £23.99 

Ut Siarkr £21.93 

Urajpma Lair £21 .99 

PTKM-er £27 99 

Final Fajitasy £25.99 

FlaJh Ihidr £22.99 

Firci Ni.inh Stir £22 99 

F1ijH.ll £19.99 

Fdrtrewof Fear £19.99 

Game ol llamumy.. JSJa.91S 

rjojE^rvlei UueM £19.99 

Cjhofltbuftlei 2 .£25.99 

[jArtaSIUi., . £3199 

Cu4J J19.99 

C-n; nutria £22.99 

Hat Wreitlung £2299 

l-LHMiwiy ,. .,....£22 99 

Heavy Hfttfic WClirsx£22 « 
K^-rvHinlcy Allrn. . . . £14 99 
ITiinl Red October.... £23.99 

In Your Face £22.99 

mhldA £22 99 

Jtetmrdf £23.99 

Kuruj-Fu Ma.s1er £22.99 

Kwlrfc £21.99 

ijtck. K CluiAr ,£21.99 

M: 'Ttvmti £L9.99 

MaxluB Mlsikin £22.9!? 

Merrennry Tnn# .... ,£22 99 
HrMdr Crtrtw Mania. .422.99 
Mr Chutd- Lanurmet .. .£22.99 
NUAAll SLarChdJlen£22.09 
NF1. TM-ntm II £22.99 

rvrmeeta £22.99 

h1n|a Uoy X22.9TS 

hobunaaui AjnbL^iu^^.rm 

Ope-jntlon C. £3^.99 

mm . £21.99 

["entfinn ^Vars- £21.99 

Hpe Uream £2t 99 

Pljy Anaon FWHbaJ] .£2299 

rWc* RtMr ..£22.99 

O Billion £13.99 

Si* £19 99 

Ouardri £22.99 

>1-Lype £2199 



Radar MlHlou £22.99 

Revenue of the Liatcc£2S.99 

Hobccop £211.99 

EtollLnj Cut* £33 99 

klitiM £19.99 

Shiuufiil £21.99 

Side Pocket £22.99 

FikAle or Dit £22.99 

Scmofiy £22.99 

Solaj Strike £19.99 

SptderrruuT £2L 99 

Super MhjIii IjuuI . . £19 99 

TaareuiriLa Snuy £22 99 

TtrtiKjfr Turile* £22.99 

TermnTs £2L 99 

US'* I SupejitarVli'JEiiOrj.SK* 

Wtwtl cd Ftsrlune £22 9Q 

Wi ■ !. v , w |lniC £22.99 

M 



AiruLkM 1S.99.. 

BartKulon 2 ... IS. 99 •■ 
C^Heal .. .. IS.99.. 
Cru For C ocpacTS 99 
Eld If 1H.99.. 

Flltflil Ini.ruder27.99 . 
J W Snooker ..23.99 . 
Kiis£|-.inure-,..,23.99 
I^bI Nlflja3...1ei.y9 . 

Leander' 2LL99.. 

Le^uikjufh .. .12.99 
UMii* i lvil3 2 .16.99. 
Pocketa 19.99.. 
Lo Man .24.99. 
imet 2 ... 38,99. 
M3029 S,F\de.3t 99. 

MvCiriEPlorte 23.99.. 

Ork 

Knbln HcifHt 
Rih.J Land . 
Rmjbv W. C 

!?p.i 
Term. 2.. 



IW1K1. 

18 99, 
18.99 
L7.99. 

I M 'Hi 



ITiUliAriliHwk 21 Qfl 

UKrriM e. . ■ . 34 99 
iln-tpla 3:1 Qfl 



kH.99 
1899 
I . ' - : m 
.24.99 
IH.9Q 
1899 
.29.99 
.24.99 
,'■1 MU 
. IB.99 
.24.9!* 
• 12-99 
.19.99 
. 1 b.99 

]fi99 
32 99 
21 !^ 
.14*99 
■ 1899 
IS. 99 
.k7.99 
.17.99 
1A.99 
25 99 
2-5.99 
2-4.99 
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SPEEDBALL 2 




Price IBM PC £939 
Genre Sports game. 
Publisher Image wor ks 

Now this is the game that PC owners 
have been waiting for. After ail, there's 
not exactly a plethora of future sports 
games on the PC r let alone halfdecent 

ones. 

Speedbalt z appeared on the ST and 
Amiga about a ytun ago to great acclaim 
trou j just about anyone who could hold 
a joystick. Indeed the Amiga incarna- 
tion won itself an ACE Trailblazer. And 
the good news is that the PC version 
is just as good. 

SpeedbaU | can best be summed up 
as rugby without any form of rules or 
moral scruples. Hil i player (or players) 
controls a team of rugged ruthless hard- 
men, each of whom has one aim in life 
- to ram a steel ball into the opposing 
team s goal mouth. Actually, that's 
wrong, they have two aims, the other 
one's to ram their fists into the oppos- 
ing team's mouths. The player only 
controls the member of the team near- 
est the ball, and tan perform a variety 
of actions such as thump and throw. 
The other players are controlled by the 
computer act and act intelligently, so 
The passing and tactical possibilities 
are huge. From time to time bonuses 
or power-ups appear on the pik h , jusl 
to spice the action up a little (as if it 
needed it). 

Matches can be played as one-offs or 
as part of a knockout or league cbame- 
pi on ship. The latter two options are 
excel lent, with the player able to train 
his team up using the credits earned 
during the game. There's a real sense 
of progress as your team, Brutal Deluxe, 
works its way up the charts. 

With its big, bold, fast graphics (the 
multiway scrolling pitch is litle short 
of incredible on the PC) and meaty 
sound the game's got immediate pulling 
power, and the exciting addicitve action 
provides the reason to keep coming 
back. It's a true PC classic. And at this 
price, you'd be a sad fool to leave it on 
the shop shelf 

SUPER SPACE 
INVADERS 




Price Amiga £25.99 
1063401 



Genre Arcade Blast 

Publisher Domark 

ActuaUy, it r s not that 'Super' at all In 
ia<x it looks like L.irrLe Johnny's first 
fumbling attempts with his new AMOS 
package if the truth be told. Basically, 
Domark have taken the aging classic, 
tarted it up beyond recognition with 
some flashy graphics, thrown in some 
power-ups to keep the kids who remem- 
ber Space Harrier more clearly than 
Space Invudt.m happy, retained the old 
sound effects to get Grandad moist- 
eyed with nostalgia, and then totally 
fouled up the original's marvelous])' 
uncluttered gameplay. 

So now we have aliens who swirl 
about circles, others who attack in 
Goiaxian-like swoops , others that grow 
every time they get shot - the list goes 
on and on and (yawn) on. The only 
highlight is the cow-mutilation bonus 
section, where UFOs swoop down and 
try to kidnap the cattle milling about 
the bottom of the screen. Kidnapped 
cows can be rescued by shooting the 
escaping saucer, whereupon the cow 
falls back to Earth with a jolly cry of 
'Thank you'. How cute. 

With Us alow, jerky graphics and 
depres singly dull gameplay, it's hard 
to believe that anyone had the gall to 
release Super Space Invaders onto 
today's demanding market. But the;* 
did. Shame, 

VOLFIED 




Price Atari ST/ Amiga £24.99 
Genre Arcade Blast 

Publisher Empire 

Qix is back in town, and better than 
ever! No matter how widely tastes may 
differ among the games playing fra- 
ternity, you'd be hard pushed to find 
anybody who doesn't enjoy a game of 
good old Qix. Its appeal is universal 
because it's so simple and addictive, 
and like Breakout, its gameplay has 
stood the test of time. What Volfied 
(converted from Taito's coin-op) rep- 
resents is a 90s version of die original 
classic it is to Qix what Arkanaid was 
to Breakout, keeping the original frame- 
work intact, but adding lots of pretty 
backdrops, power-ups and extra fea- 
tures. 

For the most part it J s much the same 
- draw boxes around the screen to fill 
up 75% or more of the screen area with- 



out the fusewire which makes up the 
line itself getting hit by any of the 
marauding enemies - which, instead 
of the old gyrating line, now takes the 
form of a giant mothership that roams 
about spitting about bullets, and a cou- 
ple of pesky little helpers. Lasers and 
speedups are among the collectables, 
while high-tech backgrounds and 5rX 
provide the aesthetic overhaul. 

Since Qix-styk' gumes are so thin on 
the ground, Volfied, with its classy exe- 
cution and unci uttered gameplay is a 
welcome addition to the software scene 
- and if you've got any sense and admi- 
ration for the classics, you'll add it your 
collection too. 

VROOM 




Price Atari ST £24.99 
Genre Racing Game 
Publisher Lankhor 

Without wanting to be nasty to our 
European counterparts, wliat with 1992 
and all that, it has to be said thai 1 mui 
of the software that crosses over from 
the continent is a bit smelly. Vroom, 
however, from French publisher 
Lankhor, has proven itself to be the 
exception to die rule. Although it's not 
a patch on the likes of Indianapolis 500 
or Formula One Grand Prix, Vroom is 
nevertheless a felly supper racing game, 
boasting very impressive speed as the 
player vrooms his way (hence the name) 
around a first-person vector-driven 
environment. 

It's got all the usual fixtures and fit- 
tings - rear -view mirrors, pit-stops, ow.rf 
head maps,bridges r dips and hiUs on 
the track, training modes, qualifying 
laps, choice of courses and some spec* 
tacular crash sequences. It's more of 
a racing game than simulation, as con- 
trols and instrumentation has been 
kept to a minimum ■ there's nothing 
too much to worry about here apart 
from going very fast, avoiding the other 
cars and keeping on the road. And it 
works well enough, being very playable 
and actually quite compulsive, with the 
array of racing options adding to the 
game's longevity. The only dodgy fac- 
tor is that the joystick option is restrict- 
ed to the arcade mode ■ the more 
serious race options only allow mouse 
control. Very dodgy indeed, especialy 
i f yu u r ST mouse is as poor as ours is. . 
But apart from that, not at all bad. 



COMPETITION 
WINNERS! ! 

You lucky people! Well, 
two of you are anyway. 
What am I talking about? 
Why, the winners of last 
month's Netmdaft and 
Pink Pages compos, that's 
what. 

Hearty congratulations 
are in order for Mr J. 
Cook of Tyersal, Bradford, 
who correctly 
he red that Core Design's 
other axe-wielding hero 
was Torvak the Warrior. 
Well done, Mr Cook! 
You II he pleased to 
know that even as you 
read this your likeness is 
being coded into We/m- 
dalf as one of the crew- 
men™ And don't forget 
that a specially forged 
H&imdafl axe will soon be 
winging its way to you. 
So get ready to duck the 
next time the postman 
knocks on your door, 

And equally hearty 
congratulations to James 
Rowel I of Market Deep- 
ing fpr managing to 
count that there were 
twenty five-star games in 
last month's Pinks. If you 
could let us know which 
machine you own, James, 
that £100 worth of 
software will be in the 
post before you can say 
" Aren't t a lucky little 
bl**der," 

Thanks to the many 
people who entered both 
those competitions. Hey - 
we're just sorry you all 
couldn't have won a little 
something. (Cue vomiting 
and lamentations.) 



PREMIER MAIL ORDER 

We are on stand No t24 at the 16 Bit Computer Shma Titles martted are not yet uvaifahfc and will he sent an day lease. 

Phase snui Itrffttr/m/Aness/Visa No and expiry date to : 

Dept ACI 1, TVyhridge Ltd., 8 Btickwiu* Sq. t Burnt Mills, Basildon, Essex. SS13 IBJ. 

Please state make and mutel ftf computer when wir/mii£, PtifP me. UK on orders over less than £5M0 and Enmpc add CI A 

per item, Ekewlim* please add C2. 00 fur item far Airmail These tiffew aremwdahle Mail order only.. Telephone orders; mtm-Tri 

Vam-7pm. Sfitwxfay lOam-fpnt. tax urders : 0268 590076. Tel Orthts : 02bX - 5W766 




. . .6 99 
6.99 

...16.99 

...19.99. 

. . 6.99. 
1« 99 
^ 99 

IS 99 

...19.99 

..16.90. 
6.99. 



16-99 

6-99 • 



3D Pool. 7.99 ... 

3D Conjlruelion Kit 26.99 ... 

1/2fcA&fl Upflfadt 

1^2 Meg Upgrad* *Uh clock - 

Afterburner r .6.99... 

Align Slram + 16 99. . 

Aln.hTKf Beasl „ 6.99, . 

Air Dutl ' 22-99-, 

Asaaull on Alcars&z ' is 99 ... 

66S Anack Sub , 

AMOS i i»mii|iwj 11.11.1ji.. 

Amag. 3D - 

A/nog Compiler - 

Another World" ..,....„.,„ ,19,99... 

APB 6.95, 

ArkB/»Od2. . 699. . 

Armour - Gadfon. t6.gg. . 

6artl3l^La^^ , 

Balmaii Gaped Cru&adw. 

Balman Th* Movie- 

Baffle commind ,.„,... 

Baffle or Britain 

Beach Volley 

Bea&1buBlera * 

Bird* or Pray* , 

Black Crypi * 

Bifl Run * 

PHws Brdhers fc 

B*j* &*H 

Billy IheKJd ...... , 

Bubble Bobble 

lJrjrjH4in 

4PB0a*ig ' 

CaftM* 

c«m#t" 

Captain Plane* 1 1 6.90 .. .. 

Ci&ca Hear ' 16.99 ... 

Chaos- Engine " 16.99 

Continental Circus 6.91* 

C-razy Cars , iP 6.99 

Oasy Cars 3* 16.99 

'Cavadar 16.99..... 

Cadaver dala Disk 9.99 

CtnCurton ,.,.«.,..... 

Chao* Strike Back 999 

Commando War fc 16.99 , . 

Corpora&M...u... t , ,**.4kl§i»- 

Corporalion Cfcla Disk. 4.99 

Crickel Captain 16.99 

Crime 1or a Corps* 19.99 

Cybarcona , t&B9 

Cyberball .,6,90 

Das Boot ,19-99..,., 

DatenrJ#f of Crown- 7.9fl.„„ 

Deatn Knights Ol Krynn - ...„ rlffl . 

DealhOf in^r " 19,99 „ rir 

Demonsgal* ' .22.99 

Devfras* 19.9& 

DouWe Double Bill 

Double Dragon 3 *,.,. ..18.99 

Double Dragon .,699 

□alua* P?in! „.,.„ 39 99. . . 

Deluxe Palnr 4 - 

Disney Animal*^ , . , - 

Dragons Lair 2 , 

Or&pQrts Lair {i Meg) 

Draojons Lair Time Warp £6 99 

Dragon Nin>a $.99 

4D Driv-n. 1699 

£p*C" 19.99, 

elf — ie.*9 ...... 

Elvira 2.;1 Meg)' - 

Eya of the Befiold*r (1 meg) 

Eyie of tt» Storm " 19.99 

Encalibur ,...,.....19.99 ... . 

F15 Strike Eagle 2 22.99 

FieCdrtifcat Pilot 18 99 

Fl 9 Slaalffi FigWer. 1 9 99 

Ferrari Formula 1 g 99 

Flag* , , 19.99 

Final Blow* 16,99 

RnURgrii 16.99 



7 99 

.... 32.99 

-24.99 

56.99 

6.99 

16.99 

6 99 

22 99 

16 99 

16 99 

29.93 

-. .-34.99 

19.99 

19.99 



6 99 

.,.,.16 99 
..... 19.99 



.6 99 
1699 
.1999 
...6.99 
.16.99 
.26 99 
19 90 



Flr*1 Samurai 
Flight OP thfl IntAKfer 

Flood „ Jld 

FootoaJl Crazy 
F<iolball Dir«Ttor£... 

Fomiula One Grand Prist * £2,99 

Fun School 3 5-7 16.99 

Fun School 3 «var 7 16.99 

Fun School 3 uno* & 16.99 



1&99 

22 99 

..B 99 ....... 

16.99 

16.99 



16 99 

19.99 
16.99 
.6 99 
.6.99 
1699 
. .6 99 
.19 99 
.16 99 
1699 

.6.99 
..6.99 
,16.99 
1&.99 
..&99 
16 99 



1*.99 
.9.99 
4 99 
.16.99 
.19.99 

.i6.es 

.6.90 
16.99 
. 7,99 
T9.99 
1999 
22 99 
.1999 
.22 99 
.16 99 
...6.99 



■ 54,99 
..59-99 
..£6.99 
.26.99 
, .26 99 
, ...6.99 
.16.90 
. 19.99 
. 16.99 
. 54.99 
..19 99 
I'd 99 
.19 99 
tl'd 99 
..16.99 
. 19.99 
. .B.99 
.19.99 
..16.99 
.16 99 
.16.00 
.22.90 
6,99 
■6.99 
I6.&9 
22.99 
.16.99 
.10 99 
.1699 



G AM t 



fm SdWdi 2 ffi-BJ 13.99 

Fun School 2 [OrtrB) 13.99 

Fun Scnool 2 [u*d*r 6) 13.99 

Gaunlel 3 * 

Ghostoustara, 2 ....„ 6.99 

Gods 16.99 

Gorfather Aclion * 16 99 

Gotfiaihef Adve^lura ' - 

Golden An#._ -| 6 59 

Greham Oooch * 19.99 

Gremhif 2 9.99 

Guns«|> 14.99 

Guy £p^ " . ,„„ , .56.99 

Hard Nova 16.99 

Harpoon (1 Meg> 

Hiro Ojest data 9.99 

Hrtchik*rs Gtfide 7.99 

Head Over Heels 1 6 99 

HUfudall ■ 1999 

Heroesquesl 18.99 

Home Alow - 

Hudson IM ■ fiJP, 

Hunter 10.90. 

IK* 6.99 . 

indy Je& Atlantis Ao\ |1Mq)* .... 

Irtdy J'b& AtianliE, Actiofi " 1 8 99 

Neroepror ^ 

irtdiartapGifeSOQ 

Jtck Nichlaue Exlra cooraag,... .-„„„ 

JacK Nichlaus dp Art - 

Jar* NickJaus vnTMiiltad Golf 

Jimmy Whiles Snooker 19.99 . 

Keys To Maramon " 

Kl£k Off 2 r,r,....r ,.9.99 . 

Kit* Off 2 fl Meg) 

Kick Off* E^iraTima 6 99 

Kings Oue$| 4 - 

Kla&i: „.„.,„.,.,..,, 

KO 2 Sup«r League 4 9-99 , 

k 0 2Pinaiwhisiie B.gg. 

K.O.3 Giants Ot Europe ' 7.99.. 

K 0.2 ftelurn crl Europe 7.90 .. 

K.O.2 Whrmng T#cfc* 5.90 .. 

KnighEmare" , 22.90.. 

Knights ol the Sky* 19 5M 

Lati Ninja 2 ,„,„,6 99 

Last Nin]a3* ,16 99. 

L-\ser Squad 2" 16.99 

twrther Goddess 7.99 , 

Legend ".,„. 16.99.. 

Leisure Larry 14.99 .. 

Leisure Surf Larry 2/ 1 4.90 .. 

Lemminge 16 99 . 

I. eminingt Cons[iuLllonKrl ' 16 99 . 

LemmlngE Dala Disk 1 9.99 . . 

Leisure Suit Larry 3 

Utenc* to Kin .6.99 . 

Lombard Rally 6.99 „ 

Lord ortn*R*nfla p - 

Magenlic$crolliCollr;i Meg) 19.90.. 

Majgc Pocketa 16.00.. 

Mag« Fly . ..,„„.,„., 6. 09 . . 

M,jn Uld Europe 16,99. 

Max * 19.99. 

Vlaga Lo Mania* 19.99. 

Mega T\a»6\W 1 P .19.90 .. 

Mega Traveller 2 < 1 i "... 1 9.90 .. 

Mega Twins 1 .19.99 . 

MKiropro&e Gol J * 22 90 . 

M1 Tank Plaloon .19.99.. 

Moon Stone *...,^„„ r , 1B.99.. 

Mld Winter 14.99. 

Midwiniur 2' 22.99 , 

Mig 29 Super Falcum 36.99 . . 

Mtght And Magic 3" - 

Myth* 16.90... 

New 2aeiand Story 6.00... 

Outrun „ r , riPir , , uu f^99- 

Outrun Europa " 16.99... 

Pagwrboy 2* 16.99... 

Pflfasol Slar?* T6.99. . 

Pegasus" 16.99 ... 

Pit Fighter 2' „.,. 19.90 ... 

PGA Tour Go If - 

Playe r Manager 12 90... 

Platoon 6 99 . 

Poputau* 0.99... 

Populouaa* 19.99.... 

Police Quest 2 14.99. . 

POwerdrrft „ 6.99 .... 

Fowerdrome 8.99 ... 

Power Pack 14 99 , . 




13.99 

„ 13-99 

13.99 

16.99 

6.99 

16 99 

......... 1 6 90 

i, , ?1 9 99 
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19.99 

r<- ripn 

1499 

2699 

16 99 

, 19.90 

9 90 

7.99 

6.99 

.19.99 

.16.99 

„ 19.99 



1999 

e.99 

19.99 

16.99 

6.99 
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_i "iS . y y 

nil lnritS' 99 
- 19" 99 

19.99 

16 99 

MMrt.lt l9r99 

. . . . 1 1 .90 

■- 6 99 

14.99 

6.99 

, 999 

& 99 

7 99 

7 99 

5-99 

■ 22.99 

19 99 

.6.99 

.—.16.99 

16.99 

■ ■ill ■ i ■ 1 7 J&S 

1699 

.......14.99 

14.99 



.16.99 
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14.99 
..6.90 
.6 99 
1999 

r , I , 1 9 ^9 

16.99 
• B.99' 
S6.99 



, 19.99 

. . 19 99 
....... 19 99 

19 99 

19-99 

22.99 

19.99 

10.99 

T4.99 

22.99 

,...,.28 99 

1999 

1699 

6.99 

6.99 

16.99 

16.09 

16.99 

,1899 

......19 99 

16 99 

12.99 

, 6.99 

ir.r... 6 'J'.' 

19.99 

......14.99 

$.99 

fl.90 

,,.14.99 



GAME 



ST AMJGA 



Portermonger Dam Disk 1 ' . . 0.99 , 

Pool of Radiance- — 

Power Up 19.99. 

Powermongsr 19.99. 

Predator 2 f .-,1699. 

Projeciyie a 99 

Race Driver 1 ie.99 

Rajnbow ColledlOi; 13.99. 

Hailroad Tycoon f1 Meg} 22.99. 

Red Heal .6.99. 

Red Baron * „, 

Reach for the Sklet ' 16.99 . 

Realms* „. 19.99 . 

fl-Type 699 

fi Type 2 ' 16 99 

Rotxnl^XKl 16.99. 

Robocod " „,. 16.99. 

Rodland 16.99. 

Robin SmilhsCrtckel 16.99. 

Robooop3 - 10.99.. 

Rocfcet Ranger 7.99 .. 

RDborone - r 16.99.. 

*fetalor + ..16 99.. 

Ri« of 1he Dragon , 

Ruaby World Cup " 16-99 .. 

Rule* ol EogagmenC* 

Run me Gaundel .6.99, 

bearch lor the King '-,„.... 

Seer ecs ot |he Luftwaffe * ■ 

Secret or Monkey Is ;1 Mwqi k=. -j'J 

Shaoow Sorceror * ..,.,.„ -.j.^.^. 

ShhooW ■■ .8-99 ■ 

Shunle" , 19 99. 

Shuniopucfc Gato o.w., 

Silkworm 6.99.. 

Sim Earth 1 10.99.. 

Silenl Service 2 22.99. 

Swnpaoris "...„ , 16.00.. 

S*t*ad 7.00 ... 

SIC I Of Dltf . , , tmu mumiiMMUM , 

Skycha&e „, 7.99... 

Space lBfl&(1 Mag) " ... ..... .19.90. .. 

Space Aoe 2 " „„ 26.99... 

Smash TV " 1G.99... 

Sp«* A" -WiOT.-. 

SpWdtMIII2 16-99. , 

^pfrfl^fj ^ I . ^ . 9^ ■ 

£«at W 15.99 ... 

Strip Poker 2 * Date 6 99 . 

Str^ke^leet ,, ,, , 1 6.99 ... 

Sta^ Flighl , ..,,...7.90... 

Starflight 2 - 

Supercnrs .fl,99... 

Supercars? i^.ga,, , 

Super Monaco GP 16.99 .., 

Supremacy 19.99.,, 

Super Hang On t 6.99 ... 

Swrlchhlada 2 16.00... 

Tefminator * .,...„.,...,,...... ..,.1 6.90 . .. 

Terminator 2 ,,16.90... 

Test Dnve ComplaHon .19.99... 

Team Var*ee ,„ rir 19.99. . 

ream varies 2 * 19-99. . 

Teenage Mutant Turltoa 16.99 ... 

Teenege *yiutan| r^Hes 2 J . . 16.9 

Their Finest Mission ...,..,....,.9.99 . . 

T*BtDrrve3* - 

Thurtdeihawk; 18,99.... 

The Immoral 1 1 meg^ B.99.... 

Toc&irt .6.99.... 

TOM 16.99. . 

Turbo Challenge 16.99. . 

Turbo Cttaiienoe 2 ' 16.99 .... 

Turbo Outrun,, llt 6.90 .... 

Turn can — > .. ...7.99 

Turhcan 2 .., 9.90 

TV Sports Baseball " 

TV Sports Foottial 7.99 

Typhoon Thompson 6.99 

UM$ 2 1 1 Meg) 19,99 

Utopta 19.99 

Ultima 6" 19.00 

War Lords n Meg) 

WW Wheels ■ , 16.90 

Waterloo 7,99 

World Wreslling FED * 1G.99 

Wizball .6.90..,., 

Wonderland 1.1 M*g> ..19.99 

Winning Team * ,„ 19.99 

Wii KkJ * 16.99 

Xenomorph 2 " 1 6 99 . . 
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16.99 
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.,,,.6.99 
.,,.19.99 

J0.98 

. 6 99 
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-, 7 99 
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7.99 
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16.99 

>2j&.99 

16 99 
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16.99 

7.99 

16.99 

6.99 
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19.99 

6.99 
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16.99 
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19.09 
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. ■ .1699 
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0.99 

16.99 

.....19.99 
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6.99 
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K.A SPECIAL 
OFFERS 

ONLY 
W.W EACH! 



J PopulirtJS 
Jiinl- -kjn 

Magic Fl) 

I l 11 FurMiuLi | 



ST & 'Xivii^H 
Si' & Amisa 
ST X Arnica 

ST Artiigii 



I he Imnk^r-lal U Mtg) ST At Amiga 



THIS MONTHS 

EXTRA 
SPECIAL OFFER 

Chuck Rock 



ONLY 
£12.99 



SPECIAL OFFERS 



t9.99 EACH! 



Nightshirt 
Gremlins 2 
Sword of Sexton 
Zak McKraken 



JOYSTICKS 



Quickjuy Jdfi^hUr 
f hn riih 
Cunip Pro Extra 
yukkjoy2Tkjrbo 

Quiekshot 3 Turbo 

Quickjny Topstar 
16,99 



BLANK 
DISKS 



i i 

Unbranded 

10X3.5" DSDO 5.99 

20X3.S" DSDF* W.W 

SOXiS" DSDD 2.199 

1 00X3.5 "DSDD 44.99 

Branded 



3^" DSDD 
5J5 M DSDD 



U'inht 1.25 
(each) 0.75 
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AFTERBURNER 2 




Price Megadrlve £34,99 
Genre Arcade Blast 
Publisher Sega 

The epitome of the arcade blast, 
Afterburner is a classy piece, of fluff 
And this conversion isn't half bad. 
Flying an F-14 into the screen, the play- 
er must fly through 23 stages, blasting 
away enemy fighters with his unlim- 
ited number of machine gun rounds 
and limited missiles. Enemy fighters 
can also be downed by usin^ homing 
missiles too. 

The game is fast - very fast. In fact, 
in some sections it's as quick as the 
arcade machine. Performing a 360 
degree roll by baking hard and then 
banking the other way is an exhila- 
rating experience, And on the whole, 
in fact, the whole game is pretty excit- 
ing fare, even when it's fully under* 
stood quite how mindless it all is. 

This is the sort of game that the 
Megadrive was built for, At :he other 
i-::d of d Li- Sonic- mir. even though it's 
another arcade blast. Afterburner does 
a surprisingly good job of showing 
exactly what the Megadrive is capable 
of* so long as you don't look to deep. 

Even though the speed is up to 
scratch, the gameplay certainly doesn't 
come up smelling of roses. It's the 
definitive Afterburner 2 conversion 
and r just like the coin-op* is heavily 
flawed. 



ALIEN BREED 




Price Amiga £24.99 
Genre Arcade Blast 

Pvbiisherl&am 17 

Alien Breed can best be described as 
the Aliens licence that should have 
been. It grafts Aliens atmosphere onto 
Gauntlet-esque gameplay to create an 
addictive - albeit unoriginal - winner- 
One or two players can take part simul- 
taneously, and their job is to run around 
the six plan- viewed maze-likr lewis of 
a monster-infested space station. Wast- 
ing seven shades of slime out of any- 
thing that crawls, slithers or lurks. 

Fortunately the problem that always 
afflicted Gauntlet (Le. though fun, there 
was no real aim to playing apart from 
scoring points) has been averted by giv- 
ing the players a task to complete on 
each li.-vd (normally of the 'find a loca- 
tion and blow it up' nature). Okay* so 
it's not exactly lifting the game into 
Arcade Advciiiure territory,, but it's pro- 
vides enough of a goat to keep the play- 
er coming back for more. 

The addictive gameplay is backed up 
by some super-slick scrolling and graph* 
its {although the animation is a little 
perfunctory) , and the term 'arcade-Like" 
is very appropriate here. Throughout 
the use of sound to create atmosphere 
and tension is superb, especially when 
die station's self-destruct sequence is 
kicked in and die player has to find the 
exit before the place blows. The only- 
real gripe is that given that ihe game 
is for 1Mb Amigas only, you can't help 



feeling that something slightly more 
ambitious could have been attempted. 
But as it stands this is the best straight- 
forward blast for months* and that's a 
good enough recommendation for any- 
one, 
MM 



ALIEN STORM 




Price Megadrive £34.99 
Genre Arcade Blast 

Publisher Sega 

Alien Storm is a real stonker in the plot 
department. Once again, aliens are 
over-running the Earth and it s up to 
the player (and a possible friend) to 
kick their scaley butts back to the slime- 
ridden hold from whence they came. 
Like the very similar Golden Axe. diree 
suitably awesome figures - Earth's last 
line of defence - stand ready to save the 
world from alien domination. There's 
the heroically-names Gordon* saucy 
KarLa and the robotic Scooter, who bears 
wit: uncanny resemblance to C»jPo 
(although he never wielded an elec- 
tronic bullwhip). 

Together they have to blast their way 
through eight levels of alien filth. The 
hero(es) stroll from left to right basi- 
cally slaying everything that moves 
before it gets too close, After a while 
the view changes to that of an Op Wolf 
style game. By guiding crosshairs 
around the screen the player has to 
destroy everything. 



This being a shoot-em-up, One would 
have thought more emphasis would 
have been placed on the weapons but 
alas they fail to deliver much excite- 
ment* being rather dull. Only moder- 
ately recommended for two players, 



ARMALYTE 




Wee Atari ST/ Amiga £2B.99 
Genre Arc ade Blast 
Publisher Thalamus 
It's just as well that space is infinite - 
lt d need to be to contain the seemingly 
endless stellar battles that, according 
to the softcos, constantly rage through- 
out the Universe. Thalamus' latest 
hymn to galactic violence is a 16-bit 
updating of i ts C64 hit from many 
Earth years ago. 

The player is given the difficult * if 
completely unoriginal - task of fight' 
ing his way through fivp levels worth 
of horizontally scrolling scenery pop- 
ulated by all manner of really rather 
annoyed aliens. The scenery scrolls a 
little up and down, which introduces 
a small but welcome element of explo- 
ration as the player weaves around 
trying to find the safest path to the end 
of level monster. 

Armalyte is an unworthy tribute to 
its illustrious 8-bit ancestor. Techrucally 
it's excellent* with some slick paral- 
lax scrolling (especially good on the ST 
VLTLiiui) given Lhe machine's hardware) 
and polfshed presentation. However, 
the difficulty level has been set ridicu- 
lously high and even the most skilled 
gamer will soon be reduced to an 
apoplectic state of hair-tearing frus- 
tration. This situation is not helped by 
the excessive inertia on the player' s 
ship which soon had the fragile craft 
skidding uncontrollable about the screen 
{and usually straight into the deadly- 
to-touch scenery). On the basis of the 
evidence here, let's hope Armalyte's 
sub-title of The Final Run i s correct. 

irk* 

ARM OU RG E D DON 




Prise Atari ST/ Amiga £25:99 
Genre Simulation 
Publisher Psygnosls 
Fsygnosis' latest jD-polygom effort cen- 
tres around a six-part mission to find 
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'! i!.' live pieces of a neutron bomb and 
use it to destroy an enemy HQ. There 
are six combat vehicles to try out, rang- 
ing from ground -hugging tanks and 
hovercraft to high-flying jets and heli- 
Lc-pter and die player must use his "skill 
and judgment' to decide when, where 
and how best to use them to achieve 
his current mission objectives. 

Mouse control of each vehicle is 
smooth and responsive, with the fluid 
3D giving a good pulse-quickening feel- 
ing of speed. 

The player can switch between the 
vehicles 'in the field" using the funo 
tion keys (the computer puts the vehi- 
cle on auto when this happens, so 
there's no risk of a recently-vacated jet 
ploughing nose-first into the ground), 
Like Core's Thunderhawk, the accent 
is on action rather than simulation, 
with the enemy attacking almost as 
sijMjj] as die player pokes a metal-shield- 
ed nose out of Iris bunker, which makes 
for exciting is somewhat relentless 
action. But it s not all shoot, shoot, 
shoot. There's an important manage- 
ment element as well, where the play- 
er has to wisely allocate scientists and 
technicians to develop new weapons 
and fresh vehicles to replace those 
blown to pieces by the very active 



enemy. 

Armour geddon is one of Psygnosis' 
best games to date, with solid game- 
play backing up the impressive visu- 
als. Armourgeddon sick of it? Not one 
bit, 

ATOMINO 





Prtce Atari ST/ Amiga £25.99 
Genre Puzzle 
Publisher Psygnosis 



Hmmm, fash mating! There are few 
games based around atomic physics, 
and even fewer interesting ones, so a 
big "Huzzahr and pat on the back For 
Psygnosis, Atom™ is a puzzJe game 
based around atomic valency, i.e. the 
number of bonds an atom can make 
with other atoms. I lydrL^rri, lor exam- 
ple, can make one bone while ! Teh urn 
can make two, The aim of the game is 
to place randomly-aJJocated atoms down 
on a grid and try to form molecules of 
various sizes. (Le. at least three atoms 
big). A molecule is only complete when 



all the atoms within it have their bonds 
accounted for. It all sounds a 
bit... wel I... dry, bin in fact turns out to 
be great fun with its addictive chal- 
lenge, pretty fir. j pi ik und rising K'mpo 
sound making it one of the better puz- 
zle games on the market. 

BEAST BUSTERS 





Price Atari ST/ Amiga £25- 9 9 
Genre Arcade Blast 
Publisher Act Ms ion 

This is a competent conversion of the 
co in -op which proved to popular 
amongst the UzMoving arcade goers. 
It's basically yfl another Op Wolf done 
but features a welcome twist that instead 
of wasting terrorists the player (or play- 
ers) are besieged by a veritable army 
of the Undead who attempt to stop any- 
one leaving the devastated city alive. 
Borrowing heavily from Ihe Romero 
horror films, zombie dogs and shop- 
pers and all manner of evil creatures 
can be literally blown into bloody bits 
of (lying flesh. 
The graphics manage to capture both 



the look and the feel of the arcade and 
virtually all the levels are present but 
there's no denying that the inevitable 
Substitution of a mouse for the cabi- 
net-mounted Uzi is distinctly unsat- 
isfactory. If you haven't already got a 
game of this lype, and don't mind a 
mindless blast then it might be worth 
luoking into h but otherwise there's not 
really enough new on offer to warrant 
purchase. It's a shame, because even 
the arcade version left the player cold 
after a couple of turns ■ it's not sup- 
posed to really drag the player in any 
more than that. Hut for the price, it 
would have been nice. 



BONANZA BROS 




Price Me^adrivei £34.99 
Genre Arcade Blast 
Publisher Sega 

Bonanza Bros proved to be a some- 
thing or a sizable his with Joe Public 

due to its peculiar graph ir style and 

innovative angle of the team-up theme. 
The player(s} objective are blatantly 



TO PLAY TODAYS GAMES YOU NEED TOMORROWS TECHNOLOGY, 




3 YEAR WARRANTY 

r 

Cornwall and Devon 

COMPUTER SYST EMS 




HEXWORTHY 

BARTON 
LAUNCESTON 
CORNWALL 
PL15 9NL 
TEL: 0566 772610 



PLEASE PHONE FOR LATEST GAMES 



THE ELITE GAMES SYSTEM 
Fist 100% LBM Compatible ISfi IQMhz computer 

1" 5.25" Floppy Disk Drive, 1*3.5" Floppy Disk Drive. 40Mb Hard 
Drivo, 51 2K VGA Card, £Mq Ram, 14- SVGA Colour monitor, 1 
Games Port, 2 Serial Port, t Parallel Port, SoundMasier 1 .6 
Speakers. Joystick, Mouse. Fhptop Case- Chora of Software 
Package worth o^er£l GO 3 year Warranty 
£1049.00 EX VAT ft deliver? 

THE SUPERIOR GAMES SYSTEM 
Fast 3SGsfc 20Mhi computer 

64K Cach Memory. 2 Mb Ram or board ~ 
1 " 5.25 Floppy Disk Drive, i "3.5 Ffoppy^Disk Drive 40 Mb Hard 

OMw 

1 Mb Vga Card 14 " $VGA colour Monitor 2 serial Port 1 Parallel 
Port SoundBlaster i.B Speakers Joystick Mouse Choice ol Software 
Package worth over ClOO 3 Year warranty 
£1 159.00 EX VAT A delivery 

THE ULTIMATE EN GAMES SYSTEMS 
Ultra Put &SGDX 33Uhz Compute! 

64K Cache Memory, 4Mb Ram on board, 1 " 5.25"" Floppy Uhx Drive. 
1 " 3.5" Floppy Disk Drive, 40Mb Hard Drive, 1 Mb VGA Card. 14 r 
SVGA Colour monsior. 2 Serial Port, 1 Parallel Port, 1 Games Port, 
Soundbl^ier 1 6 Speakers, Jcysck. Mouse, Mini Tower Case, 
Package worth over E 100 
S Year Warranty. 
£1399.00 Rat VAT 
ft Deliwry 

PRODUCT P+ „, P „„ e+4 M ,RRF Inc 

Soundblaater Card Ver 1 .6 1 19, 1 1 

MCA Soundblaster Card r , 169.99 

SB Midi Box & SP JR fl Lil I uut] 51.02 

SB Midi Box U In/ 1 out) 2I.M. r i 

H1J Midi Etox A SPR JR |1 nut and 5 out),. ,68.94 

SB Midi Box (1 in Mid 5 out) 45.02 

DELIVERY NATIONWIDE 





dishonest: burgle increasingly com- 
plex and heavily guarded buildings in 
Anytown, USA. Having already made 
a bit of a reputation For themselves, 
there;s a substantial reward on the Brut; - ' 
heads ensuring thai every available law 
enforcement officer is revoltingjy keen 
to be the one to get them bang to rights. 

The game uses a unique split screen 
to allow players to split up if necessary. 
Between the two play windows there's 
a schematic of the building, allowing 
the players to plan their routes effi- 
ciently so as to grab the goodies and 
avoid the nasties, Overall the game is 
a fairly enjoyable romp, with some 
hilarious cartoonish animation in places 
adding greatly to die fun, but like many 
Mega drive games It's longevity is in 
question. 
irteitit 

BURGER TIME 
DELUXE 




Price GameBoy £29,99 (Import) 
Genre Platform 
Publisher Data East 

Now this is a real blast from the past, 
when arcade games didn't have to flirow 
punters around like snme sub-*r:m- 
dard funfair ride just to get them to 
part with their cash. Tile player here 
lias to guide tiny Pete die Chef a round 
a network of platforms and ladders. In 
a bizarre culinary exercise Pete has 
To make giant hamburgers by walking 
over the various ingredients lying on 
the platforms, forcing them to fall down 
the screen onto the the platform below 
and eventually onto a plate at the bot- 
tom. Once all the hamburgers have 
been made Pete advances onto the next, 
more complex arrangement of plat- 
forms. 

Now This all sounds a bit easy, but 
you've reckoned without the mutant 
sausages, gherkins and f ried eggs that 
have escaped from the cupboard and 
are wandering the platforms intent on 
Pete's demise. Fortunately the canny 
chef is armed with a pepper pot and a 
carefully-aimed shake will stun the bad- 
dies for a few moments allowing Pete 
to make good his escape. More final* 
ly, Pete can try to time his food -drop- 
ping antics to crush the ingenious 
ingredients. Burger Time Dclme is a 
fun little game, although the graphics 
verge on the minuscule. It's probably 
a bit too simplistic for today's yuuri^i 
gainers, but nostalgia buffs will enjoy 
this tasty slice of the past. 



CAST ELI AN 

fir 

Price GameBoy £29.99 (Import) 
Genre Platform 

Publisher Trlfftx Entertainment 

Remember Nebulus? It was a classy 
platform game starring a tiny Mob called 
Pogo, Each of its tortuously-difficult 
levels was set on on a tall tower. The 
player could move Pogo left and right, 
and make him jump over game or 
shoot at the weirdo aliens. However, 
in a unique twist r the towers used to 
rotate to follow Pogp's movement. Quite 
a graphical achievement on the Speccyi 
Now Nebulus has come to the 
GameBov under the title Castellan, 
And while the name may have changed 
the game certainly hasn't. It still looks 
stunning and plays wl-II but has a dif- 
ficulty rating through the roof. However, 
completing a tower is ertremely satis- 
fying, so if you fancy a real challenge 
1 lu'ti you know where to come. 

CASTLE OF ILLUSION 

Price GameGear £29.99 
Genre Platform 

Publisher Sega 

The Evil Mizrabel, jealous of" Minny 
Mouse's beauty (who are they kidding?) 
has mouse napped her. Her beloved 
Mickey must enter the dreaded and 
mysterious Castle of Illusion to rescue 
her. Mizrabel 's domain consists of five 
levels and mickey's task is to find the 
seven Rainbow Clrms on rath, jJI of 
which boil down to a lot of jumping 
from platform to platform, picking up 
and throwing blocks, sliding down 
slopes and climbing ladders. 

Fundamentally it's a Mario done ac id 
not a bad one at that. There are some 
original touches, such as the Toyland 
level which scrolls from left to right, 
which proves pretty disorientating but 
challenging nonetheless. The graph- 
ics are very attractive and the sound is 
superb. In fact r it's games like this that 
make CameCear owners feel that 
they 've done the right thing in laying 
out the cash for a colour handheld. 



CASTLES 



Price \BM PC £34.99 
Gewe Strategy 
Publisher Interplay/EA 

Castles takes several gameplay genres 
and combines them with a healthy dol- 
lop of historical authenticity. The game 
consists of three increasingly difficult 
scenarios revolving around the not par- 
ticularly enthralling sounding task of 
constructing castles. Each casde con- 
sists of wall sections, gateways and 
towers. There are seven classes of 
labourer available arid trie player's main 
game task is to apply the optimum mix 
of labourers to each section in an 
attempt to finish the castle as quickly 
as possible. 

Every so often the player is attacked 
by the neigh bo wring Welsh (seems 
some things never change), initially 
the opposition are incredibly weak and 
their rise in strength is gradual, so 
defeating them is a lot easier than it 
ought to be. Although addictive enough 
to ensure repeated play. Castles is 
minorly flawed in too many ways to 
achieve classic status. 
&&&& 



CENTURION - 
DEFENDER OF ROME 

Price Megadrive £34 . 99 
Genre Action Strategy 
Publisher E\&ciwn\Q Arts 



Cleopatra. Megadrive owners in par- 
ticular are starved of this type of game, 
so if you're looking for something to 
exercise your brain a little, you could 
do far worse than to give this a go, 

CHASE H.Q. 



Price Game Gear £29.99 (Import) 
Genre Race Game 
PubiisherlMo 

There can be few readers who aren't 
familiar with the excellent coin-op or 
its sequel S.C.L What a brainwave on 
the part of the designers 10 combine 
high-octane racing action widi bumper 
ramming action. The player takes on 
the role of an Armani- wearing Miami 
Vict style cop P chasing various perps 
in a souped up Porsche with the aim 
of ramming them ofTthe road to make 
(he arrest, The CameCear version is 
technically excellent, with lots of fast 
action and good sound, although the 
cars are a little small. Unfortunately, 
it's about as tough as a peeled banana, 
and even Granny will soon be locking 
away Mr Big. You're Busted? Well, 
actually you're likely to be bust after 
buying this * it's a lot of money for such 
a short-lived challenge. 

CHOP LIFTER 2 

Price Gameboy £24*99 
Genre Arcade Blast 
Publisher Nintendo 



Cast as an aspiring Centurion, it's the 
player's duty to both defend die home- 
land and expand the Roman Empire 
as far afield as possible. Tilts megalo- 
maniacal aim Ss somewhat foiled at 
first by the fact that the player starts 
with just a single le^on of soldiers and 
a city of disgrunilfd niizens to keep 
under control. 

The game is a well -judged blend of 
icon-driven strategy and arcade -style 
interludes. For example, to keep the 
subdued provinces happy, the player 
can take part in chariot races and keep 
taxes light. As the game progresses the 
armies under your command grow 
and ships placed at your disposal to 
take armies to neighbouring shores 
become bigger and better. If the play- 
er's luck is really in he can even have 
a crack at seducing the voluptuous 



Choplifter first appeared in 1983 via 
Broderbund and is still fondly remem- 
bered today. The player's mission as 
crack helicopter pilot is to rescue sur- 
vivors from a horizontally scrolling 
warzone. To do this the player must 
land near the refugees and wait for 
them to board. This can be quite har- 
rowing at times as you're a sitting duck 
for all the enemy gun installations and 
planes which constantly lay siege. 

The player's copter is equipped with 
a rapid-firing cannon and a limited 
number of bombs with which to pro- 
tett himself. Fast action, challenging 
game task and a password system help 
make this one of the best panics out 
on the Gameboy P and a must for any 
action fans collection. 
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- CaRAHDSTANO ■ 

World glass Laa^Jernoaird - . Pro Tynnis Tour 
ContjrwfiBal Circirf a Oazzs'S Super SoccBr 
ST fie AMIuA 21. SO 



* CHALLENGERS* 

Flgntor Bomlwr. Super Ski, Kick Oil. Pro Temis 
Tour A Slum L>ir Racer ST & AH 21 .50 



• AIR & SE.A SUPREIwACf* 

Hllanr Survkws. Gunshio. Y^ings, Cam^f 
CDrmnarKl Bi P47 TTiurK**^4»4l 
A M i ST 21 .50 
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* ADDICTED TO FUN • 

Bubble Bobbie. Rainbow Island A New Zealand 
slor,- ST 4 AMIGA 13.99 



• WHEELS OF HHL * 

Tjrtso Outrun, Chase HQ, Pawerdnti SHard Drivm 
ST ii AMlL'i A 17.S0 



* THE TOP LEAGUE * 

2. Ric*; Dangerous 2. Fiteon, Midwinter 
b\ TV. Sporls Football 
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* DOUBLE DOUBLE BILL * 

TV Sports Foorba*. Wings, Lords q\ lha Rising 
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• SOCCER MANIA * 

Micoprose Soccer FcctbaB hAanaQBr 2. Gazz's 
Super Soccer & Football Manager World Cup 
Edikyi ST A AM. 17.50 
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« POWER LP* 

Rainbow Islands, r urni^r- . C\r,\w NO. X Out i 
Atiarad I^sim 
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H&rd Drrvrn. Toobm XyDol?. AF 3 E5. ft Dmaon Spirh 
STA AMI? 50 



* S- PORTING GOLD - 

CaMornia G^mss, Tne Ganges Winter & Sui t mar 
Edton 
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• SUPER SIM PACK * 

Iriif-uiionai 3 D Tenne, Italy 1990. Crazt Cars 2 
i Airtiorne Ranger 
f,T A A Ml Li A 2i.SQ 



- CLASSIC* (RENAISSANCES 

iftvadwrs. Asteriods, GaJazions & 
Cerriipeda 
ST* AM 7,99 



- VIRTUAL REALITY VOL 1* 

Mid*ifflisi\ Carrier Command, Slunt Cat Racsr. 
StangBdBf 2. & Iniemahoriai Soccar ChallftrHQ* 
AMIGA 2 A. 99 & ST 21.50 



• SPORTING WINNERS 4 

Daily Double Horse raclnfl, Steve Dara Snooker. 
Bnan Clo^gri's FoalfrjUt ForiuneE 
STi AM 17.50 



■ MAGNUM* 

Rv1 Honda Orienlal Games, Salan Pro Ttuwtfi 
Tour & After The War 
ST £ AMIGA 17,50 



* MAGNETIC SCROLLS* 

Fish CorryplMrt & Guild Of Thieves 
STfi AM 2i.S0 



■ H ANN A BARBER A CARTOON * 

Yogi s Great Escape hong Kong Phooey, Rutt & 
Ready t BBverley H*s Cats 
SI & AMIGA 13.99 
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CHUCK YEAGER'S 
AIR COMBAT 




PriCS IBM PC £29.99 
(Jenne Simulation 
Publisher Electronic Arts 

Chuck's previous two sims were pure- 
ly far veggie pacifists, only permitting 
the player to do such nancy things as 
perform perfect loops and dives. This 
time around things have changed con- 
siderably, with luwerly GUNS mak- 
ing a welcome appearance. Air Combat 
allows the player to pilot war planes 
from any one of three eras: WWz. Korea 
and Vietnam, There is a multitude of 
single missions to fly along with a com* 
prehensive campaign mode boasting 
over 15 missions. These include the 
standard 'seek and destroy' (brays, pro- 
tecting bomber formations and attack- 
ing ground targets. Should none of 
these take your fancy, the in-built mis- 
sion designer is invaluable. 

The most useful feature is the abili- 
ty to replay missions after completion 
and view them from any angle, allow- 
ing the player to save all his most spec- 
tacular dogfights and crashes to disc. 
Even more interesting is the ability to 
duel planes from different eras, allow- 
ing such bizarreness as pitting a 
Mustang against an Class. 



CLOUD KINGDOMS 



demise. Fortunately, Terry can bounce 
over their heads with a tap of the fire 
button- 
Cloud Kingdoms, formerly from 
Millennium, is an attractive game, with 
a strong console feel. The cutesy graph- 
ics, (hough looking a little dated now 
do the trick, and the scrolling on both 
the Amiga and ST versions is very- 
smooth. The inertia control is a little 
tricky to get to grips with, but reward- 
ing when mastered. Some features 
annoy, like the fact that its impossible 
to know where crumbling floor is until 
it's been bounced on r but overall this 
is an unmissable bargain at jusl under 
eight quid. 



CRUISE FOR A 
CORPSE 






Price Atari ST/ Amiga £7,99 
Genre Platform 
Publisher GBH/Gremllfl 

Cloud Kingdoms is a loud of balls 
bouncing balls to be precise {Ha! The 
old ones are the best!). As Terry the 
Ball, the player has to negotia te thirty- 
two huge multiway^scrolling levels,, 
each of which floats high in the sky, 
collecting all the gems that litter the 
narrow walkways. Terry has to take 
care not to leave the paths, else he'll 
faU to his doom and void below, This 
isn't as easy as it sounds - Terry's rob- 
bery body bounces wildly off walls and 
pillars, and parts of the Qoor may cnim- 
ble beneath him. In addition, if Terry 
passes over arrows set in the floor they'll 
push him around, usually over the edge 
of the nearest chasm. If that weren't 
enough, other hostile spheroids wan- 
der the walkways, keen to see Terry's 

112^ 



ftfce Amiga £24.99 
Genre Adventure 
Publisher Delphine/US Gold 

The plot for Cruise for a Corpse is firm- 
ly rooted in the Agatha Christie 'iso- 
lated location, plenty of suspects 1 crime 
story tradition, detailing how the play- 
er is invited to a Creek tycoon s yacht 
for a well-earned holiday only to get 
there and find his host bumped off by 
an unknown murderer. Before you can 
say 'Inspector Wexford' the player is 
forced to don poncy moustache and 
tufty sideburns to solve the heinous 
crime. 

After a lot or pre-release interest irom 
the press, there were high hopes for 
Cruise for a Corpse. Is it the excellent 
game everyone seemed to think it's 
be? Well, yes... and no. In the graph- 
ics and sound department it's exem- 
plary, with large, flmdry-ariimated sprites 
moving over exquisitely detailed back- 
grounds unci plenty of suitable tunes 
and samples playing away in the back- 
ground. All conspire to generate an 
excellent sense of mood and atmo- 
sphere. 

The player directs his on-screen char- 
acter ('Raoul') via the mouse. By click- 
ing the mouse pointer on obje*. i> of 
interest, a menu appears listing the 
various tilings the player can do with 
the selected item (i,e. J Open' or 
'Examine' hat box). Movement around 
the yacht is effected by walking Raoul 
from location to location by clicking 
on exits to the current location, such 
as doors or hallways, or more quickly 
by calling up the yacht map and 'send- 
ing' Raoul immediately from place 



to place. As a user interface it's diffi- 
cult to think of another as intuitive and 
easy to use. 

The major problem with Cruise for 
a Corpse is its pace. The animation, 
though wondrous, is slow. Examining 
the contents of a room can become 
quite painful, as Raoul slowly turns, 
walks, turns, bends down, examines 
the item only for a message to appear 
stating that "There is nothing of inter- 
est here", Equally annoying is the fre- 
quent though inevitable accessing and 
swapping of five {count 'em) game 
disks. All too often the player's enuW 
siasm for clue hunting can be severe- 
ly dampened by the reduction of the 
game's speed to near snail 's pace. Less 
important, some of the generally excel- 
lent French- English translation is a bit 
dubious in places, such as the Cabin 
Boy who is described as "dynamic". 

Those comments apart, anyone with 
the patience to sit through the occa- 
sional doldrums will find Cruise for a 
Corpse a superb buy, heaped with qual- 
ity presentation and atmosphere and 
presenting a big enough game task to 
satisfy even the greatest sleuth. 



DEUTEROS 



Genre Role-Playing Game 

Publisher Sega 

No fussing about with complex plot 
here. The player is riding his bike one 
day when he takes a wrong turning 
down a strange alleyway and ends up 
in a fantasy world bursting at the seams 
with dungeons n' dragons. As an RPG 
the gameplay couldn't really be sim- 
pler. The accent is Firmly on action, 
with all the "Take the Rune Ring of 
2 rax to the Crack of Firetop Mountain" 
stuff firmly in the background. 

Although competently done, it's a Lfct- 
de difficult to see who exactly this game 
is aimed at, It's far too simple for the 
typical RPG head, while commuters 
are likely to get more than a little irate 
at having to shut down the power just 
before they complete a level just because 
they reached their tube stop. But if 
you've got the time, you'll find that this 
makes a welcome addition to the 
GameGear library, 



E.A. HOCKEY 





Price Amiga £24.99 
Genre Strategy 
Publisher Actl vision 

This sequel to Millennium 2,2 by the 
same authors is set a thousand years 
after the prequels events. Mankind 
has fallen into a sort of post-techno- 
logical malaise and t or gotten its for-^ 
mer space- travelling glory. It's the 
player's task to rekindle man's passion 
for die stars and turn the race into the 
masters of the Galaxy once again. The 
game pi ay boils down to endless 
re sour re and manpower allocation 
between various departments, dealing 
with the occasional crises that crop up 
and so on. Although programmed well 
and moderately enthralling, there real- 
ly isn't anything on show that hasn't 
been done inure ememinmgly else- 
where. Strictly one for the strategy die- 
hard. 



DRAGON CRYSTAL 




Price GameGear £29,99 



Phce Megadrive £34.99 
Genre Sports Arcade 
Publisher Electronic Arts 

[ike Kick Off with fighting in. Electronic 
At i s Hockey will appeal to everyone. 
A section of teams from around the 
globe, each wit their own abilities and 
weaknesses baffle it out in the Ice hock- 
ey World League, 

Following on from their success with 
John Maddpn's Football, f A pull yet 
another'winner our of the bag with 
this, perhaps their most frenetic title 
to date, 

Having selected the Icngih of game, 
whether the player wishes to compete 
in a one-off match or a knock-out select- 
ed his team and that of the enemy, it's 
gameonf 

Skating around the rink is simple 
enough, and control over the puck is 
surprisingly instinctive. Since the rink 
is so small and the players can move 
so swiftly and violendy against each 
other, Ice Hockey is an extremely rapid, 
high scoring game. Basically, whoev- 
er gets the puck from the race-off is 
most likely to score. Until, of course, 
the player gets the hang of the wide 
variety of tackling moves available to 
him, from a good honest going-for-the- 
puck scenario to a full body check. 

Rile an opposition player on a too* 
regular basis, though H and you'd bet- 
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ter be ready to put your fist where his 
mouth is, as one of the features includ- 
ed is brawling.. While the rest of your 
ream are trying to do some good, it's 
possible to dang away at that guy who 
skated over your shoes for as long as 
you like! 

A graphic and gameplay marvel, EA 
Hockey is wholeheartedly recom- 
mended to one and all. Hooray] 



ELF 




Price Amiga £2&.95 
Genre Arcade Advent u re 

Publisher Ocean 

As Cornelius th<- i ll, it's the player's 
task to rescue his sweetheart Elisa from 
the pointy-nailed dutches of Necrilous 
the Not Very Nice, The game takes 
place over six Tolkien^sque levels filled 
with platforms, pitfalls, ladders and 
bridp. -. Cornelius' magic powder allows 
him to protect himself from Necrilous" 
rampant horde of henchcreaturcs by- 
firing bolts of magic energy. Numerous 
intere&t'sustaimng spells and power- 
ups can be bought from Ye Olde Localle 



Shoppe using cash picked up along 
the way. 

Each massive maze -I ike level, pre- 
sents its own unique set of problems 
to solve and tasks to achieve, requir- 
ing that the player constantly evolve 
new strategies to deal with them. All 
in all Elf is a polished high-quality 
rornp t perfect for platform o; arcadr 
adventure fans. 



THE EXECUTIONER 




Price Arnica £25 99 
Genre Arcade- Blast 
Publisher Hawk 

The Executioner is Hawk's attempt to 
improve on the Asteroids style game. 
As in most merti a -driven titles, with 
the player flying through Twelve galaxy 
sectors, blasting away rocks and then 
using fiscal benefits to purchase big- 
ger and better weapons systems for 
your ship. 

Dotted around the landscapes are 
pods which shot at the player and occa- 
sionally launch ships, Also to be found 
are fuel pods which must be collected 



if further play is to be enjoyed. 

Initially, the Executioner is quite 
enjoyable, but soon tedium takes over. 
There just isn't enough gameplay vari- 
ety to bring the player back for more. 
Also, the fact that a single mIhtl rnis 
sile can kill the player outright is far 
tram etiajiu^iri^. Ahrr the long strug- 
gle to work your way to the second 
si age, the player may well find him- 
self whether he can really be bothered 
to continue. 

The potential of the game simply 
hasn't been realised. The graphics are 
perfectly acceptable, but nothing to 
write home about, and the play of the 
game and in particular the behaviour 
of the player's craft itself is jerky and 
unpleasant Boo. 



F-117A: STEALTH 
FIGHTER 2 




Price IBM PC £39.99 

Genre Simulation 

Publisher Micro Prose 

Your chance to pilot the Uglicct Plane 

in The World is a more inspiring one 

tan w:i j may think, although n ■■ uncer- 



:..it] as to whether, owners of the pre^ 
vious Stealth game will actually need 
this instalment in the series. 

Opting to either pilot a realistic, F- 
117 A or an artificially enhanced 
'Microprose -1 version, the player can 
enter his chosen war scenario, be it 
Cold, Limited or Conventional and then 
choose a particular location for the com- 
bat to take place. The number of com- 
bat arenas has been radically increased. 
Nine battlefields,, including those from 
F-it) h F-15 2 and some newies have been 
thrown in for good measure. 

Graphically, Fa 17 A is a marvel, with 
graduated skylines, complex objects 
etc. There are four detail levels for own- 
ers with slower machines, Be warned, 
even on a 20MHz 286, the frame rvn- 
is hardly silky-smooth. 

There's no denying that H-117A is a 
superb flight sim, and Mtcrop rose's 
best ye:. However, despite the radical- 
ly overhauled graphics and increased 
number of combat arenas, one does 
wonder whether there's enough new 
in the gameplay to make it a vital pur- 
chase to owners of the original F-19. 



F-14 TOMCAT 




Commodore Amiga Cartoon 
Classics Pack 
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Price IBM PC £34*&9 
Genre Simulation 
Publisher Activislon 

There's no shortage of flight sims on 
Ihe PC but Activision's release may 
appeal to some. The game lets the play- 
er Hy a series of missions around the 
Strait of Horrnuz. The player can cither 
pile straight into the action or start at 
the bottom and slowly work his way 
up through a full Navy career. After a 
good performance in j -. r.<--: H mis 
sions the player gets transferred to the 
Naval Fighter Weapons School better 
known as the home of the infamous 
Top Guns, Weaponry available is the 
usual mix of Sparrows, Sidewinders 
and Phoenix missiles, along with the 
J cannon for close-up work. There isn't 
really much emphasis on realism in 
F-L4 Tom rat and to be honest it really 
hasn't got much to offer players over 
other similar sims. In the final analy- 
sis, it's a satisfying enough effort with- 
out too much excess baggage. 

F-15 STRIKE EAGLE (I 




Rice Atari ST/Amlga/lBM PC £29 + 99 
Genre Simulations 
Publisher MicroPros* 

Micro Prose make a departure from 
their usual rigorously-accurate sims 
with this action-orientated affair. It's 
the flight sirn equivalent of the Janet 
and John Ixwks, i.e. nice n" simple with 
no complications. Players have six com- 
bat arenas to choose between, each 
with various missions to select. These 
missions are nearly all simple 'get i n. 
destroy a couple of targets and get out 
alive' jobs r with the player haw to simul- 
taneously defend against swarms of 
enemy jets. Control is via keyboard, 
joystick or mouse and is highly respon- 
sive in each case. 

The screen update is fast enough but 
there are quicker jD routines about - 
it's more than adequate for the job in 
hand, however. Sound is disappoint- 
ing, with a white-noise hiss being being 
the player's only audio companion for 
most of the journey. In the gameplay 
department this is a winner, with plen- 
ty of white-knuckle action to get The 
adrenalin pumping. Veteran* may 
bemoan the game's lack of depth, but 



anyone else should find this just their 
cup of tea, with a yummy fammy 
Dodger in the saucer to boot. 

<rtr(rit 

F-ZERO 


















Pr/ceSuper Fambcom £34.99 (Import) 
Genre Racing Game 
Publisher Nintendo 

F-Zero takes advantage of the 
Faxnicom's built in bad<£raiind manip- 
ulation capabilities co create one of the 
fastest and smoothest illusions of 3D 
yet seen, if a little lacking in roadside 
detail. Simply put, F-Zero is a race 
game, with the track viewed above and 
behind the player's vehicle. At fir-: 
despite the impressive jD, F-Zero 
appears to offer Utile ovbt the myriad 
of other race games about, but after a 
few goes its qualities shine through. 

The excellent control over the craft 
is more precise than in any other race 
game. As well as accelerate, brake, left 
and right controls, one can also use the 
Famicom controller's two side buttons 
as banking switches. This degree of 
precision means you can race your craft 
like a cross between a high-speed ho^ 
ercraft and a rally car, F-Zero may not 
look like anything special, but it's gen- 
uinely one of those games that has to 
he experienced to be believed, 

FINAL FIGHT 



Price Amiga £25-99 
Genre Beat- Em-Up 
Publisher US Gold 

Yet another in US Cold's seemingly 
endless, string of CapCom conversions. 
In Metro City (loosely based on Noo 
Yoik) all is not well. Crime is rife and 
to make a bad situation worse the 
Mayor's right-dreamy daughter has 
been kidnapped by - you guessed it - 
Mr Big. [This old Mr Big certainly gets 
around, doesn't he?) The player and 
optional partner have to fist-fight their 
ways through the city J s wastelands to 
rescue her. Why? Why not? 

Final Fight is something of a first for 
beat-em-ups on the home computer, 
i,e, it's actually quite good. The sprites 
are large and decently animated, the 
background scroll is smooth and the 



action is fast, Someone of the detect- 
ing whether a punch connects or not 
is a little dodgy, but apart from that 
this can be recommended unreservedly 
to anyone who fancies a little aggro 
without bruisinp their knuckles. 

FLICKY 




Price Wlegadrive £34,99 
Genre Platform 
Publisher Stega 

"Don't be put off by the screenshots 
on the back of the box 1 * is probably 
the best bit of advice I can give about 
Flicky, It looks awful - tiny p 
colour sprites and garish backdrops. 
And to be honest things don't improve 
much in the game itself. However, like 
Quasimodo, an u<Jv appearance con- 
ceals the goodness inside. 

The player controls the tiny bird of 
the title. The lickle darling's chicks have 
gone and got themselves In si m the 
roorn.3 of a giant cat-irtfe*ted hous* 
Flicky has to run and jump about, col- 
led her scattered brood and take them 
to the safety of the Exft r while avoiding 
the prowling felines, Flicky is a won- 
derfully playable game, very simple but 
packed with fun. Some may dispute 
whether there's worth of fun. but 
for those with the cash it's a good pur- 
chase. 

+ 

FLOOR 13 




Price IBM PC £34.99 
Genre Strategy 
Publisher Virgin Games 

The myth that strategy games are bor- 
ing has been '.wli and M,-h exploded 
by a game that's likely to convert even 
confirmed trigger-addicts to a more 
staple and intelligent software diet. 
Floor 13 offers a new slant on the strat- 
egy genre by basing itself around a 
compelling scenario and offering game- 
play that goes beyond the regular strat- 
egy framework. 

Set in present-day Britain, it tells of 
a government-run secret police force 
that must avert scandals, wipe out sub- 
versive elements and generally protect 
the government from embarrassing 
incidents so that it doesn't fall from 
grace. As Director General of this cor* 



nipt agency, the player is solely respon- 
sible for its operations, 

The game is played almost entirely 
from a single static screen of an office 
desk, onto which intelligence reports 
and nev^paper >Imni- arrive- from the 
outside world and form the basis of 
the information which the player works 
from as plots and storylines unfold. 
Various sub- departments, such as 
surveillance, interrogation and dis- 
information are the instruments of the 
player's will, with shady agents tailing 
suspects, tapping phones, searching 
premises and even torturing and killing 
people to achieve the government's 
immoral aims. 

The way in which the game reveals 
information as half-dues and red her 
rings mean that good detective work 
and thorough cross-checking of intel- 
ligence data is as important as the con- 
ventional strategic skills which are also 
required. It's all thoroughly absorbing, 
very realistic stuff, and comes highly 
recommended, even to those who can 't 
normally stand strategy games. 

FOOTBALLER OF 
THE YEAR 2 



Price Atari ST/ Amiga £7.99 
Genre Sport Game 
Publisher G BH /Gremll n 

This isn't really a sport game at all. It's 
more like a test of the player's knowl- 
edge of football trivia. Lots of text and 
dull graphics don't help things along, 
either. If triv's your hag then great oth- 
erwise steer well dear. 

FORMULA ONE 
GRAND PRIX 

A • 

Price Atari ST/ Amiga £34.99 
Geore Racing Simulation 
Publisher MlcroPtoae 

Believe you me, you've never seen a 
racing game like thi s, lotus 2? Out Run 
Europa? Indianapolis 500? Pahl They 
are but children's toys cornered to the 
complete and utter excellence of 
Formula One Grand Prix, the latest 
and greatest game from the program- 
ming genius that is Geoff 'Stunt Car 
Racer' Crammond The graphics are 
truly amazing, with highry-detailed cars 



(complete with driver's helmet poking 
out of the cockpit) literally zooming 
around tracks lined with stands, trees, 
fences and cranes. The sound match- 
es the visuals, with good use made of 
throaty samples for the engine. 

But it r s not just the quality of the 
graphics or the sounds that make* FiGP 
so special,, it's the meticulous attention 
to detail that generates an authentic 
and invoking Grand Prix atmosphere. 
Everything you'd expect to find on a 
Grand Prix circuit ■ stands, bridges, 
tunnels, etc ■ is (here (and in the iden- 
tical position they'd be found in real 
life), even extending right down to stew- 
ards pushing crippled cars off the track 
and engineer crews waiting in the pits. 
The wonderful control over the car is 
the essential icing on the cake, with 
plenty of difficulty modifiers to make 
the game easy enough for Granny 
Smith to play or tough enough to bring 
Sterling Moss out in beads of sweat. 
I ndeed, so good is FeGP that it earned 
itself an ACE Trail blazer and the hon- 
our of becoming the new Racing 
Simulation Bench mark. Good enough 
for you? 



FRENETIC 



this is a fair buy. 



GHOST BATTLE 





Price Amiga £25.99 
Genre Arcade Blast 

Publisher Thai Ion 

Ghost Battle is a jumpin 1 n" thumpin' 
affair that borrows more than a few 
elements from Ghosts n" Goblins. The 
player is a hero who has to enter an; 
evil demon's kingdom in an attempt 
to rescue his kidnapped girlfriend, On 
each level it's ladders, platforms, grave- 
yards and underground caverns all die 
way P leading to a big baddy at the very 
end. * 

There are the usual extra weapons to 
collect and on later levels keys and var- 
ious tools that must be used on machin- 
ery appear to add some much needed 
depth to the otherwise shallow game- 
play. Ghost Battle is unimpressive 
graphically and sonically, and play is 
sluggish. Not one for the top of the 
must gef list. 



GUNSH1P 2000 



Pncv Amiga £20.99 
Genre Shoot- Em-Up 
Publisher Core Design 

Hot on the heels of Warzone, Core 
release this vertically scrolling shoot- 
enMip which draws its inspiration from 
just about every other blaster ever 
'released, To anyone more than half< 
way familiar with the genre the game- 
play holds few surprises - the screen 
scrolls slowly down while wave after 
wave after wave of eminently blastable 
.ilirn creatures swarm on screen.The 
now-standard power- ups can be col- 
lected by destroying various special 
aliens or weapons pods as they appear. 
At the end of each of the eight levels 
there's the obligatory huge meany that 
takes a huge amount of shots to destroy. 

Frenetic is a competently executed 
game that lacks that spark of novelty 
to lift it out of the run-of-the-mill. The 
alien sprites are large, fast and mean r 
the action is non-stop and highly 
demanding at times. The most annoy- 
ing niggle is the way that power-ups 
are lost when the player's ship is 
destroyed, leaving the player naked 
before the alien onslaught. Unless 
you've already got the superlative SWTV, 




Price IBM PC £39.99 
Genrg Simulation 
Pubfi$fter MicroPros 

Nobody writes simulations like 
Microprose does. This is a highly-real- 
istic sequel to the company's earlier 
mega-hit Clanship, which has gone 
done in software history as one of the 
best-selling sims ever. This sequel is 
far more than just Gunship+. Every 
pari of the game has been given a rad- 
ical overhaul 

Probably the most impressive aspect 
is the revamped graphics system. Using 
a sort or work-quilt landscaping 
technique, the game wo rid has been 
modelled in exacting detail, complete 
with rise, hills, mountains, valleys, cut- 
Tings. I fit's a geographical feature, it's 
there. As usual, the game takes the 
form of a series of pilot-testing mis- 
sions. Unfortunately this complexity 
means that you really need at least a 
16MHz PC to get anything approach- 
ing speed from the game. Sound with 
a board is marvelously atmospheric, 
and adds no end to the gritty battlefield 
feel. The copter control is good, 
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but actually jetting the craft to fly match- 
es that of the real thing, Le. it's very 
difficult, and certainly makes Gunship 
zooo not the sort of game to cut your 
sim-playing teeth oil However, if you're 
looking for the ultimate chopper sim- 
ulation, then here it is. 

HALLEY WARS 

Price GameGeaf £29.99 (Import) 
Genre Arcade Blast 
Publisher TsXto 

Given the fact that the vast majority of 
the software currently available for the 
GameGear doesn't even come close to 
doing the impressive handheld justice, 
Hallev Wars comes as a breath of fresh 
air. Every handheld needs its top-flight 
shoot -em up. The GameBoy has 
Nemesis, the Lynx has Gates of 
Zccidocon - and now the 'Gear's got a 
game that's arguably better than the 
pair of them, it wins no points in the 
originality stakes, being your typical 
space-based Xenon-style vertical Waster 
with all the standard pick-ups and end 
of level guardians, bur it scores high- 
ly on execution, offering fine playabib 
iry, colourful graphics, smooth 
animation and surprisingly impres- 
sive sound. The game's only major lim- 
itation is that, due to the machine's 
limitations, it can't produce the flashy 
effects lli.it similar games on more 
powerful machines often rely on to 
hold the player's interest, So H alley 
Wars must depend on gameplay alone 
- and there's insufficient variety there 
to provide that all-important urge to 
progress to the later levels. 

Also, it's a shame that the game is 
actually a bit easy and seasoned game- 
s players may find the long-term chal- 
lenge somewhat lacking. That aside, 
it's still a fine blaster and undoubted- 
ly one of the better GameGear titles so 
far - iust don't expect to be playing it 
in a year's time. 

HATRIS 




Price GanwBoy £29-99 (Import) 
Genre Puzzle 

Publisher Bultet-Proof Software 

Alexy Paptnov is thp fiendish mind 
belli tid the time-devouringly addictive 



Tetris. Now he's back with Hatris which, 
like its forebear, is deceptively simple 
in concept. Pairs of different hats fall 
down six 'lanes'. By moving the pair 
left or right and swapping the tumbling 
hats' position the player has to try and 
stack hats of the same type. Stack five 
hats together and they disappear. Hie 
longer the player survives the faster the 
hats fall. The game is over when the 
stack of hats reaches the top of the 
screen. 

A Hatris' is scored when two stacks 
are completed at the same time. The 
players reward is a fireball which can 
be used to vaporise some of the hats at 
the top of the column. Alternatively the 
player can collect three fireballs and 
earn a helmet which can be used to 
crush all the in one lane. 

Hatris takes a white to get into but 
eventually becomes as engrossing and 
addictive as its illustrious forbear. 
Recommended to all Tetris fanatics. 

HEART OF CHINA 




Price IBM PC £40,95 
Genre Adventure 

Publisher Dynamlx/Sterra On-line 

Many games allude to the title of 'inter 
active mow' but very few actually deliv- 
er the goods Rjrtunately Heart of China 
is one of the few games which is actu- 
ally deserving of the lofty title. Set in 
the 1920s, the game puts the player in 
the shoes of rroubleshooter 'Lucky' Jake 
Masters. Asked to rind the wealthy soci- 
ety gal Kate 1 11 max, he soon ends up 
in the Far East 

Unlike most games it doesn't con- 
centrate solely on one character, allow- 
|iig the player the player to switch 
between the members of die cast and 
adding greatly to its film-like appear- 
ance. Also the numerous puzzles can 
be solved from a variety of different 
angles. Heart of China also has multi- 
ple endings which mak^s the game 
enjoyable to play even once it's been 
completed, To round it all off nicely 
there are also some polished arcade 
sequences, though 1 01 innately these 
1 an be skipped if the idea doesn't appeal. 
If you like anything mildly adventur- 
ish then Heart of China comes highly 
recommended. 



HEROqUEST 

Price Amiga £25,99 

Genre Role-Playing Game * 

Publisher Gremlin Games 

Hero Quest was one of the best selling 
boardgames of last year, and Gremlin 
look set to capitalise on that success 
with its excellent computer conversion. 
A game for one to four people, players 
can select to be one of four characters 
(or all if playing alone); Wizard [pow- 
erful magic, pathetic strength); Elf (lit- 
tle magic, normal strength) Dwarf {good 
strength, can spot traps); and finally 
Barbarian (amazing strength) r 

The game plays identically to its table- 
top counterpart. Plays must complete 
fourteen quests in sets in a series of 
monster-infested dungeons, culmi 
nating in a showdown wi r h ArchMagr* 
Morcar. All controls are via the mouse 
using icons and menus. Players move- 
in turns with parh 1 morion, corridor 
and room split into movement squares. 
During the adventures, players collect 
a variety of items ranging from gold to 
magic weapons to aid them on their 
adventures. Highly polished, the excel 
lent isometric graphics, atmospheric 
soundtracks and superb attention to 
detail make this a worthy addition to 
the RPG genre. 

HUDSON HAWK 




Prism Atari ST/Amlga £24.99 
Genre Platform 
Publisher Ocean 

Bruce Willis' film was a disaster , and 
Ocean hadn't turned out anything of 
note in the film conversion stakes for 
quite a while, so nobody was really 
expecting very much out of Hudson 
Hawk. But instead of the usual cynical 
and tardy-playable licence, what we 
got was the best platform game so far 
this year Special FX took a big gamble 
in its interpretation of the film by chuck- 
in K 99^ °f 106 sQUXtz material out of 
the window, and getting on with the 
business of just building a good game 
around the film's basic premise ■ that 
of a cat burglar stealing valuable arti- 
facts from around the world. 



It works superbly, in much the same 
style as former platform classics like 
Mario, Rick Dangerous and Switchblade, 
with small, comical characters playing 
over tortuously-designed platform lev- 
els. It's a class act, without a doubt, with 
liiwhsh tups unci pirtaLfc: lurking around 
every corner. The gameplay is easily up 
to console /arcade standard, and the 
graphics and sound really do enhance 
the fun factor because they're so jolly. 
Don't be put offby the shoddy licence 
connotations ■ Hudson Hawk is a bril- 
liant game in its own right and deserves 
a place in your collection. Today. 



HUNTER 




Price Atari ST/ Amiga £24.99 
Genre Action Strategy 
Publisher Activlslon 

It's a sad old world, this one we live in, 
Just when poor old Activision get some 
decent product together, their 
Mediagcnic daddy goes and pulls the 
plug on them. Now, however, after the 
aforementioned 'decent product' has 
been swilling around doing very little 
indeed for the last few months, 
Ac ri vision's current putter -outer of 
games. The Disc Company have taken 
it upon themselves to let another trick- 
le of gameyness reach the streets. 

Hunter is the sort of game that you 
dream of playing, A polygon based 
action strategy game will all of the usu- 
ally as son a red nonsense removed, it 
offers all the "wouldn't it be great if...* 
features which should, by rights, be 
included in all these games, 

Taking the role of the Hunter, the 
player must travel around a bunch of 
islands, systematically destroying all 
enemy installations in whatever way 
he sees fit, Your particular mission is 
detailed in a briefing where specific, 
immediate targets are detailed by your 
allied commander. 

The best thing about Hunter is that 
there's no messing about- If you want 
to infiltrate an enemy base, get a dis- 
guise and you're away! If you want to 
get about, steal a helicopter/ jeep/truck 
or sailboard. It s all so easy and because 
the unnecessary complexity of basic 
tasks has been removed, the player can 
concentrate on progressing with the 
mission much more intendy. 

Excellent graphics and a fast-paced 
storyline can only add to Hunter s 
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already awe-inspiring style. A winner. 



IN YOUR FACE 




Price Game Boy £29.93 (Import) 
Genre Sports Game 
Publisher 3&taCQ 

In Your Face is a basketball game which 
boasts some superb presentation. It 
has only one skill level, but four play- 
ers of differing characteristics to choose 
from. The gameplay is simplistic; the 
player simply guides his on screen alter- 
ego around the court using the joypad, 
and stealing the ball is achieved by sim- 
ply running into the opponent. This 
makes the game easy to get into but 
provides little Instability. There's a two- 
on-two option for some Kick Off style 
action (but nowhere near as good). 

The game's major probh-m is the play 
area. It's much bugger than the screen 
which means the view is continually 
scrolling, On other machines this is 
not a serious thing, but the Game Boy 
smvn hJii™ the image terribly. Nothing 
special In Your Face is definitely one 
to leave On The Shelf. 



JAMES BUSTER' 
DOUGLAS BOXING 



cardinal sin of simply being too easy. 
Just by stabbing away at the fire but- 
ton faster than your opponent, it's pos- 
sible to win. There's no skill invi 
here. Crappy nonsense. 



JETFIGHTER 2 





Price Megadrive £34.99 
Genre Sport Arcade 
Publisher Megadrive 

Oh dear. In the light of infinitely supe- 
rior beat "em -up games. James Buster 
Douglas is not so murh on the ropes 
as on the stretcher. 

S ide^n -presentation Boxing games 
rely on speed, presentation and a wide 
enough number of moves to keep the 
player convinced that he can improve 
his technique- Unfortunately, Buster 
can offer us none of these elements, 
as the truly crappy fight scenes are 
more likely to cause a submission 
through sheer tedium than anything 
else. 

Ridiculous and thoroughly unap- 
pealing graphics of the boxers shuffle 
towards each other and then furious- 
ly flail away with high and low blows 
until one of them falls over. You may 
feel the same way about boxing, but 
believe me, this is poor. 

And for a fight game, it commits the 

118 



Price I8M PC £39,99 
Genre Simulation 
Publish^ Velocity /US Gold 

In a crowded market, Jetfighter 2 real- 
ly stands out from the rest, the unlike- 
ly plot centres on the invasion of 
America's West COast by a confeder- 
ation of Latin American countries. 
Full scale retaliation is our of the ques- 
tion, so small tactical strikes are the 
order or the day, There are four planes 
available with which to fly the missions: 
F-i4; F-i6; F-i8 and the Top Secret F- 
i)D 'Black Widow', a ptane that com- 
bines the handling characteristics of 
the F^i6 with the Stealth capabilities 
of the F-117A. Its advanced technolo- 
gy gives it a deadly advantage over the 
enemy. 

Graphics are among the best yet seen 
on the PC, being both fast and impres- 
sively shaded. Sound is nothing too 
hot, but is adequate. The accent is more 
on action than simulation, making this 
one of the most exciting if not aero- 
dynamically accurate sims available 



JIMMY WHITE'S 
WHIRLWIND 
SNOOKER 



zoomed in on so the player can see 
from virtually every angle conceivable. 
The ball movement is accurate, with- 
out balls stopping for no apparent rea- 
son or going ofTat peculiar angles. 

Two player games are the best, but 
four levels of computer opponent are 
available for the lone gamer. As the 
player progresses more sophisticated 
tactics can be incorporated, like posi- 
tional play. Swerve, stun, screw and 
every type of spin are at] possible, and 
are vital for snookering opponents. 
The end result of JWWS's compre- 
hensive and realistic approach to recre- 
ating snooker is the most authentic 
sports simulation to date. 

KA-GE'KI 




Price Me^a drive £39.99 
Genre Beat-'Em-Up 

Publisher 




Price. Mart ST/ Amiga £24, 99 
Genre Sport Simulation 
Publisher Virgin Games 

Archer Maclean, veteran programmer 
of IK+ and Dropzone is probably the 
last person you J d expect to write a 
snooker sim. Cue games have been 
around since the beginning of com- 
puter gaming ■ a few coloured shapes, 
some angle-of-deflection algorithms 
and away you go. But even with the 
advent of 3D graphics, none of them 
have really had any element of realism, 
until now. 

The table is viewed from behind the 
cue ball so the player can line up shots 
as if on a real table. The view can be 
rotated through various axes and 



The player is cast as a large- headed 
hero {who looks a bit like a thunder- 
bird puppet on atcroida) who must 
slowly battle his way through a multi- 
story tower block in an attempt to reach 
the top. Why. we don't know The lift 
being out of order means you have to 
go through each level individually, a 
task not made any easier by die appear- 
ance of a tii n nlier of other big-headed 
thugs. 

F or a beat-'em-up, Ka*Ge*KJ is dis- 
tinctly undeqxjwered. Apart From mov- 
ing the player can punch, |ab, jump, 
and that's about it. Ka*Ge»Ki leaves a 
lot to be desired. The graphics are just 
plain ugly, the backdrops are dull: 
although some of the sound it okay. 
The easy gameplay is substandard and 
the game has few redeeming features. 
There are far better tides available. 



LOGICAL 




Price Atari ST/AnHea/IBM PC £24.99 
Genre Puzzle 
Publisher Rainbow Arts 

Logical is a bit or a rarity, a thought 
provoking fast-action game which is 
genuinely as addictive as the blurb 
claims. The game is as follows; along 
the top of the screen runs a trade Along 
the track come coloured marbles which 
drop down channels into revolving 
disks, hu h disk has four marble slots 



and is connected to other disks by fur- 
ther channels. 

Your task is to rotate the disks (by 
dirking with the right M.B.} and bunch 
marbles (click left) in such a way that 
each disk becomes filled with [bur mar- 
bles of the same colour. As always it 
sounds too simple, but there are var- 
ious=touscomplicalioris unci additions 
which spice up the gameplay, such as 
lime limits, colour gates, teleporters 
and various other touches. The graph- 
ics are clear and well defined, and the 
sound is too good with some nice tunes 
and eitecis With cji> levels, this should 
keep any puzzler addicted for a while. 



LOTUS TURBO CHALLENGE 2 
Amiga £24.99 
Racing Game 
Gremlin Graphics 

A worthy successor to the excellent 
Lotus Esprit Turbo Challenge, this 
game has a number of interesting dif 
ferences to its predecessor. For a start, 
it's a better one-player game, but not 
so good for two players. Technically 
ML|jeikij lu ihf ujjuiiia], 1 1 it-if s nev- 
ertheless something just a little bit 
lacking. Perhaps it's the removal of 
the laps system, or perliaps it s the fact 
that crashing into the other cars real- 
ly doesn't do you that much damage. 
Btlt whatever, it ain't quite as good 

I [owever, it IS a great deal better than 
80% of the driving games on the mar- 
ket, and there's a Link-up option allow- 
ing up to four players to race at once. 
The action is fast and furious and the 
control the players have over their cars 
has been greatly improved. 

Players must blast their way through 
a selection of stages, each boasting a 
particular hazard, whether it be natu- 
ral (snow, rain, sand) or man-made 
("enormous juggerriLiu:> rumbling 
across the road). Graphically superior 
to the vast majority of similar titles, 
Lotus just looks the business, with 
flashy tracks ide obstacles and a high 
level of detail on the cars themselves. 

Despite being hampered by some 
aggravating d ft dc ration whenever the 
player drives through any water and 
the flawed two player mode. Lotus 2 
is a pretty impressive game. 



MAGIC POCKETS 



Price Amiga £25,99 



Genre Platform 
Publisher Renegade 

The Bitmaps much hyped and opin- 
ion-splitting latest is .1 Khviriijr - old affair, 
It looks great has a simple enough 
premise and is regarded by many to 
be a piece of class action. To our minds, 
however, it just doesn't hang togeth- 
er, 

I lie mofisters in Bitmaplarid or somes 
where have stolen the Bitmap Kid's 
toys, The Bitmap kid must journey 
through four worlds, retrieving his 
toys and overcoming a host of new and 
exciting challenges along the way. 

Imagine Mario crossed with SpeedbaJ] 
and that's what you get. Nearly. You 
get a pecultar Bitmap version of Mario 
cuteness which is actually quite irri- 
tating, a sub-standard control inter- 
face which is utterly charmless and 
leads to many stick-hurling incidents, 
and one of trie most unnecessarily over- 
currtpJicated m 0117 power-up systems 
on the planet. 

To help the kid in his side-on scrolling 
quest around the four worlds, power 
ups are available is the correct object 
collection procedures are followed. 
Having to sit down and work out how 
the system vm irks when the very point 
is that these games are instinctive is a 
mere trifle compared to the fury 
instilled in the player who has to wait 
tor the pick-up points to finish bounc- 
ing before he can collect them, ruu*- 
ing any fluidity or run. Stop, start. Stop 
start. Stop, 



MANCHESTER 
UNITED EUROPE 




Price Amiga £25-99 
Genre Sport Game 
Publisher 

With Kick O1F2 currently holding the 
football crown, it s a brave company 
that launches yet another footy game 
onto the market. Mind ynu : with the 
original game selling over a hundred 
thousand copies, maybe Krisalis are 
not taking such a risk after all. The 
player can compete in either the UEFA 
Cup, European Cup or the Cup 
'vVinnefj Cup. Before a match the play- 
er can adjust Formation, tactics and 
composition which due to the user- 
friendliness is a pretty painless pro^ 
cess. However impatient gamers will 
be pleased to know that this can all be 
skipped. 

This game is displayed in pseudo* 



3D which allows For some decent play- 
er animation and graphic frills. As is 
traditional the player nearest the ball 
has control, and 1 here's a huge vari- 
ety of moves available including slid- 
ing tackles, variable power shots, 
aftertoueh, chips to the side as well as 
volleys, headers etc. One minor gripe 
is the Fact that it's difficult to see where 
the ball is. going to land due to die view 
point 

M U Europe isn't Kick Off 5 but it is a 
good footy game For those looking for 
something different. 



MARTIAN DREAMS 
IBM PC £36.99 
Role-Playing Came 
Mirtdscape 

Imagine all the colli Century charafr 
ters that you'd most like to meet, plonk 
them all in an experimental spaceship, 
and then - for added SF interest - blast 
them to Mars. The result is a mes- 
merising blend of The FOrbidden 
Planet and Murder on the Orient 
Express with a small cast of celebrity 
oddballs wondering around Mars. 

The player's object! vf rn recme 
these worthies from the Red Planet. 
Along with companions Sigmund 
Freud, Dr Blood and Nikola Tesla, the 
player must get back to Earth (not easy 
with a strange and hostile planet) which 
entails making sense of the extinct 
Martians' tech no-culture and discov- 
ering why they died out... or did they* 
The Martian Dreams game interface 
is superb - the game is entirely mouse 
driven, although the keyboard com- 
mands can be used for shortcuts. The 
game is instantly playable thanks to 
some forethought by the program- 
mers, because the game provides the 
player with enough clues to get off to 
a quick start. The character interac- 
tion system works very well giving the 
player the ability to have some quite 
lengthy conversations. Some really 
impressive graphics combined with 
excellent yameptay and involving sce- 
nario result in one of the better role 
playing games in recent years. 



MARVEL LAND 




Price Msgadrive £34. BB 
Genre Platform 

Publisher Namco 

There's nothing wrong with cutesy or 
simplistic graphics - what we at ACE 



WHY BUY ANOTHER VIDEO 
GAME WHEN YOU CAN SWAP 

FOR ONLY £3.50 (inc. 1st class postage] 7 
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FOR FULL INSTRUCTIONS 

0839333196 

JUST CALL AND LISTEN 



Calls cost 36p/min cheap time, 48p/min at all other I imes, 

A D. Lid , Bo* 3 f 0M N20 9RB 



UNIVERSAL SOFTWARE 



WE ARE SIMPLY THE CHEAPEST AROUND" 



SEGA MEGADRIVE + 
PSU * JOY PAD 
{TV OH SCAHT) 
ONLY 



TEL 



0490 6364B or 
6201 2 
WE ARE OPEN 7 
□AYS A WEEK 



AMIGA "CARTOON 
CLASSICS" PACK (1 
Mega Upgrade) 
£359,99 



PIcam nan All m^lrVn carry n ona yaur purl* and labour guaranm and [Kit* A Inc P4 P and V.A.I Afl 
arrJori or? **N w|nrt Invoice* (reewptir 1r*r pea* art pu#rtw*». Wo at* n«| ajftttlnted In any way * Hh 



UEdWORIVl |UK; Ire Aflnrnfl B*Kl E1« » 

SEGA GAME SEAR \W\ _ 

P*D QEQ ijwrll + 2 (oypadi » Mrfl £3 19, Pi 

SEQA MASTER SYSTEM 2 rc Het.Ktil £WM 

ACCESSORIES 

Pro2JOypad (Rnpid. Firs, SlQW 

Motion , E1 0.99 

Japanese ooroverteM'Tap CkiaHtyJ..CB.99 
Arcjide OOVMSf &1iCk fUK Vmninrrt 
Lynx Accessories Pluase phone 



SUPER F.4MICOM jECdrti * PSU c 2 jo/pad* 

SUPER FAHICOM |PAl;. , 2 mVf3 A - Xt» M 

GAMESOV " UKl T*tj „ B6I.99 

ATARI L VHK l&MCOfL;. _ tftW 

8 Bit convfllor ESS.'frO 

PtQ 1 joyaiick £15.99 

Carry bug Igr merjadruve £l$ yy 

Game gear iiuc. usuries Please Phonw 



MF&AORIYE GAMES |JAP) 



Uh-Siit- 

Etonian 

IUy? Kn,.>4 

Lkra-jj E'orii ii . . 

CUHM. 

DhwLaNl 

2*v4Ciairirjh**| 

E Varna „ 

Faum Qna„ „,.,.„ 

Ciirtr^M i ;H-n(ianp| 

OmtY. '..rill l'-.[hJH*' 

DaiftUD^aanpl 

F*y 

•:.*■<! Js and GhMfi 

GoUb* fel 

Gala** I*jm r'iNm 
• iNrwi 

GAME DEAFTOAMCg (UKj 

E 1f W 



19 AO 




win 

MM 

.29 & 
31 » 

.ai.w 
Ml At 
H.B 
3n &£ 
ai EC 

H ^! 

u« 

PS « 
]l so 



HMftPff 

KA4f Ki.. :.. 

Mmm-... 

Max 

Kin It- Cl ^i^rn 

UM-.H- \ nn$. t 

UHflwi-aic... . 

■ ■■nUMMItHi ?' 

■'^1 1*^ 

SMW^. 

fjon< rtit ihd flaw a 

Sin S#onj 

St**i Smart r . 

r^nd* f« 

Hh-nrv, 1 
^MW WW 



21 25 
»» 

31 H 
1t.M 
it in 

1J IM 



s 



2* W 

.29. » 

.24. a» 



■ CH f>oM*r Kvwl 

Rj^J ftaih 

4™>>:£>rJN*wS 

Tia BtuaJ |Nmo 

Brfcfcan . 

SdfK: Tin H^gp*m 
EWK» I 2 (Mi*;. 

Stifw kkh iF4tw;> . 

•tenancy 



S'.H) 

3i » 
V » 

.. J1 SO 
... 10 40 



MEGA DRIVE CiAUf5 .UK! 



i>:-nmci D.o,.h*» I 

D M&i EnTylial 

pftcftrp Pdm: iritar) 

Phrs-cVftMU 

FanHfty 7lhh |hn| 



yr*-ow 



1L41 

■■■ : > 
■4 -14 
20 99 
3?99 
3X99 
3*B9 
■■: ;r- 



SJn^Sn 5 *.^::: :: 

Back IV Tfw Fvtm |Nvw) 

F±MHflMfctft4 B{ ifcj|p| 

BwA ft D9*m ,; tap*] 

JB*Wi UMltHII^ 

LJ**ij V tCitrcs 

ue»:s |MHrt 

%H» Pthia Fua>ai 

PO* Tail ftari 
FtHiuni i. Mm! 



ii M 
3! SO 

31 SO 

V V 
:■■ w 

m.u\ 
mm 

h 50 

si so 

37 M 
20 Ml 



WE ALSO SELL LVffX 
OAMES, NEO GEO 
< i.\MJi&-FAA1ICOM 
OAMES. GAftptETlOV 
GAMES .ST AffD AMIGA 
GAMES AND MASTER 
SYSTEM GAMES, 
PLEASE RING FOR 
PRICES. 

k SPECIAL OFFER* 
STAR 1X200 COLOUR 
PRIPfTER ONLY 
4l 1&B.B9 



Please make cheques PO'r to ST IVOSOFT, 43 WARREN 

Munlingdan, Cambs. PEl 7 -1NW 



ROAD, Stives, 



SMVTTY 
JOKES 
0111 «0O 206 



fATF$L£t)A S 
RUDE JOKES 



j-- jr_» . 

JO0 207 W /V ^.V^fflB 



BAD 
TASTE 
JOKES 




NAUGHTY 

JOKE LINE xK^y 

0898 800 240'' ; "j| 





0398 000 210 



TfiS*c5l?ar^5i3 
bslore caiing 



Your ideal 

LOVE 
PARTNER 
0898 800 226 



■ 



\as\or\ 



reviews director y 



object to is the downright badly-drawn 
variety sported in N a men 's latest con- 
sole effort But the old dictum of never 
judging a book by hs cover is proved 
right by playing this game, whereupon 
it becomes apparent that despite the 
visuals, which look like they've been 
produced by a p re-school child armed 
with a blunt crayon, Marvel Land i^n't 
bad at all. It's a rather obvious Mario 
clone, and while it's not a patch on 
Nintendo's classic (but then what is?), 
it's certainly one of the better attempts. 
The Japanese dialogue which appears 
in some of the sub games takes a bit 
of fathoming out, but that s the stan- 
dard price to be paid for playing import- 
ed games, and in this case at least it 
doesn't affect the fun too much. Many 
Megadrive owners may be offended 
even at the prospect of buying a game 
that looks this bad tor their beloved 
technical wonder, but those who want 
value for money will find this to be a 
better bel than the flashy-looking dirge 
that forms a large part of the 
Megadrive's software base. 



MAGNETIC SCROLLS 
COLLECTION 




Price IBM PC £34.99 
Genre Adventure 
Publisher Virgin Games 

For gamers keen to add some heavy- 
weight adventuring to their catalogue 
but unwilling to fork out for the unde- 
niably quirky Magnetic scrolls titles 
individually, the fascinatingly names 
Magnetic Scrolls collection may well 
prove an appealing prospect, Here we 
have three previously acclaimed titles, 
all tweaked and tuned to run on the 
Wonderland window system, ensur- 
ing a reasonable degree of coherence 
in what would otherwise be a rather 
diverse package. The Guild of Thieves 
by far the most traditional game in the 
set, all ancient plotting and the like, 
while Corruption offers a lot of moody 
conspiracy theorist shenanigans against 
a high-flying industry backdrop. Fish! 
is just plain odd, comprising some 
tricky puzzles with painful aquatic pun- 
ning, 

All the titles are packed with atmo- 
spheric if not actually stunning graph- 
ics which, for the benefit of purists, 
l ;d n be removed hi: h el irk ot a swhd i. 

Despite the difference of opinion on 
the Magnetic Scrolls parser (it's either 
the best thing since sliced bread or a 

120 J 



wonky imitation of the Infocom sys- 
tem of about ten years ago) players will 
still find far more entertainment and 
scope for plot involvement than in any 
other game system. Worthwhile, 



MAUPITI ISLAND 




Price Atari ST/ Amiga £25,&& 
Genre Adventure 

Publisher Lankhor 

The latest in a line of adventures star- 
(tig fictional gallic detective |erome 
Lange, Maupiti Island is a murder mys- 
tery type affair in the same vein as 
Del prime's excellent A Cruise for a 
Corpse. This effort, however, lacks 
much of that game's imagination and 
sparkle, and though there's a very com- 
plex storyline packed with clues and 
suspects and all set on a remote 
Caribbean paradise, there seems to be 
little 10 really see or do and as such, 
there's an uncomfortable, claustro- 
phobic atmosphere. Given the poten- 
tial offered by the plot and it's tropical 
setting. Maupiti Island could have been 
a lot more interesting and better than 
it actually is. And the overuse of i 1 1 1 pio- 
sive samples and poor CL1 speech 
serves only to put the player ofF. 

The game is presented well, with an 
effective menu-driven parse and neat 
touches. But given the somewriat unrea- 
sonable wav in which the player is asked 
to find clues (it's more often down to 
finding a pixel hidden in a cluttered 
screen than using any deductive rea- 
son ing^, it's unlikely that anyone will 
find much to enjoy here. Cruise is a 
much better bet for any would-be 
Maigrets out there. Great music r 



with ultrasound frequencies in order 
to jam the enemy's radar? 

The aim of the game is to pilot a bat- 
tle-scaired across both Iraq and 
the Soviet 'Union', keeping the loca- 
tion and aim of your mission utterly 
secret until the awesome tonnage of 
firepower can be unleashed on the tar- 
get. Unfortunately, for all it's gung-ho 
packaging and intent, Megafortress is 
just a very good simulation of a rather 
dull business. Far more fun can be liad 
in any of a host of more recently 
released flight games, and Microprose's 
Stealth Fighter series even offer sim- 
ilar creep-up-on-the-enemy antics for 
those players who are especially keen 
on that sort of thing. 

Perfectly competent bo?h graphical- 
ly and on the play front, Megafortress 
has missions designed by real B-52 
navigator and best selling author Dale 
Brown, although it's one of those games 
that I guess yon really need to have 
1 sperienced the real tiring to appreci* 
ate. 



MEGA LO MANIA 




MEGAFORTRESS 




Price IBM PC £34.99 
Genre Simulation 
Publisher Mindscape 

The trouble with games based on tak- 
ing every single role in a big. stupid 
old plane like the B-52 is that virtual- 
ly every role is mind-numbingly bor- 
ing, I mean, who honestly wants to 
plot their course across thousands of 
miles of terrain using a \D terrain map- 
ping computer or have to fiddle around 



Price Amiga £24.99 
Genre Arcade Strategy 
Publisher Mirrorsoft 

Released amid a bunch of God-sims 
that are still coming thick and fast, 
Mirrorsoffs offering has fared better 
than most, steering sufficiendy clear 
of the Big Daddy Populous while not 
being air aid to borrow little bits here" 
and there where appropriate. 

Set in an alternate universe, Mega lo 
Mania is all about the que* I fur |* «v. . 
Power over a set of worlds, each made 
up from a suite of islands, to be pre- 
cise. New worlds are formed and intel- 
ligent life is placed upon them, upon 
which interstellar freeloaders descend 
and try to seize the reigns of power tor 
themselves. 

The conflict arises, needless to say, 
when more than one freeloader takes 
a shine to a particular island. Since 
each area can only have one ruler, a 
campaign of imperialism begins, with 
each player trying to use the forces at 
his disposal to overthrow the others. 

Each island exists within its own rime 
period, and the rate of development, 
intelligence and so on of its inhabi- 
tants is governed accordingly. Players 
quick to invesl Time in invention and 
the refining of natural elements, rather 
than simply running around hitting 



the others with sticks are more likely 
to succeed. 



MEGATRAVELLER 2: 
QUEST FOR THE 
ANCIENTS 




Pace IBM PC £TBA 
Genre Role-Playing Game 
Publisher Empire 

This latest UK release from American 
software team Paragon is none too sur- 
prisingly a sequel to MegaTraveller i: 
The Zhodani Conspiracy. As before, 
the player leads a team of five space 
adventurers through toil and trouble 
to (hopefully) riches and fame. This 
time around, the player task is to find 
a way to halt the flow of toxic slime 
emanating f rom a mysterious set of 
ruins left by a dead race called the 
Ancients. But are they dead? That is 
up to 1 1 k j player to find out... 

Sporting high-quality 256-colour VGA, 
this is certainly a treat on the eye, and 
the ears as well with a suitable sound 
card. The game itself is an RPG in the 
Ultima style, but not half as rigorous 

- which tor many svjll W more than a 
blessing- The story is fun and involv- 
ing, with plenty of sub-tasks to per- 
form that provide welcome and often 
amusing relief from the main plot. If 
one has a minor niggle it's that the 
space combat - which you'd think would 
be the most exciting part of the game 

- is fhr and dull, with little sense of 
player involvement. In summary, high- 
ly recommended. 



MERCS 





Price Atari ST/ Amiga £25,99 
Genre Arcade Blast 
Publisher US Gold 

While on a peace mission lo central 
Africa the President of the United States 
has been kidnapped by a notorious 
band of heavily armed rebels. For 
Diplomatic reasons his recovery has 
to be covert with a maximum of two 
operatives - the player and a Iriend. 
The game is, a conversion of Ciapcom's 
arcade shoot-'etn-up and retains the 
eight-way scrolling (albeit a bit jerkily, 
especially on the $T\. 
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By virtue of two blank areas on either 
side of the screen, the play area has 
been reduced to a strip down the mid- 
dle. In one player mode this is fine, 
but for two players, things get very 
crowded. The action quotient is of a 
very high level with loadsa soldiers to 
mow down and tanks to blow up. Also 
nice is the ability to blast away huge 
chunks of the scenery with some boom- 
ing explosions. If you like your action 
fast and frantic then this is probably 
for you. But if you're usually going to 
be playing two-player, then Core 
Design's Warzone is probably a better 
bet. 

ftftftft 

MICROPROS! GOLF 




Price Atari ST £34.99 
Genre Simulation 
Publisher Mle roProae 

The unmistakable Microprose style 
comes to visit the golfing genre (we 
wonder why) wilh a reasonable amount 
of success. It r s all extremely compe- 
tent stuff bit., . Striking a ha ppy 
medium between an arcade-orientat- 
ed approach of such winners as links 
and Leaderboard and their own num- 
ber-friendly abilities, Microprose can 
offer the player the chance to fiddle 
around with every 1 aspect of the game, 
from the size of his dub right down to 
the positioning of his feet or how high 
the tee is. 

Birds-eye maps of the current hole 
give the player a rough estimate as to 
what he's about, with the computerised 
caddy suggesting the best club for the 
shot. From here, the bitmapped graph 
Scs give way to workmanlike polygon 
landscapes and the familiar strength 
vs accuracy-o-meter hitting routines. 

The struck ball is then followed down 
the course in jerky 3D until it lands 
and the whole business can start ag^in. 

All bases are covered and the pre^ 
sentation for the most part is top-hole 
(ho-ho!}p but the big rewards are 
reserved for players willing to put in 
enough hours to perfect their golfing 
ability rather than instant-gratification 
fiends. 
ftftftft 

M6G29M SUPER 
FULCRUM 




Price IBM PC £34.99 
Genre Simulation 
Publisher Domark 

Improving on an already successful 
formula, Domark have done away with 
many of »he longevity problems of their 
first MiG game and have set this game 
against an epic backdrop of conflict in 
southern America. Taking the role of 
the pilot of a United Nations controlled 
MiG, the player must launch himself 
into hostile airspace from a solitary 
allied-controlled airbase - Iris miss ion 
is to gradually erode the stinking rebel 
infidels' grasp on the area by blow- 
ing up their supply lines and destroy- 
ing their fuel depots. 

It 1 * bizarre that the company most 
recently associated with not especial- 
ly excellent coin-op conversions should 
turn out such a classy simulation, and 
as a result, it may be tough for them 
to find the right audience. Nevertheless, 
a classy product it is, with a bunch of 
external views and a flexibility of mis- 
sion structure enabling the inventive 
player to try his hand at planning his 
own strategies for doing away with the 
enemy threat 

Also included in this game is an 
implementation of the real MiG's fly- 
by-wire system, .vn auto-stabilising 
device which prevents the plane from 
flicking around all over the place like 
a big girl's blouse. Most handy in com- 
bat. 

Presented, surprisingly enough, in 
polygon graphics, MiG beats the com- 
petition on the ease-of-use front, even 
if it is a bit tricky to imagine it out- 
lasting some of the more intense 
Microprose products, A winner 
ftftftft 

MONOPOLY 

Pries Amiga £34>99 
Genre Strategy 
Publisher Virgin Games 

Money, money, money, etc. The game 
for budding property tycoon may well 
bring about a peculiarly manic feel in 
these recession-hit times, but Virgin's 
version is almost as much fun ;is ihe 
fooardgame original; which is more 
than can be said for most boardgame 
conversions. Players must trounce 
around the board by rolling dice, accu- 
mulating as much cash as possible and 
using it to purchase squares on the 
board. Landing on a previously pur- 
chased square involves the unfortu- 



nate player either having to pay 
rant/tax/bills to either the owner of the 
property or the bank. Players who do 
the best are those who invest wisely 
and build houses, bptels etc on their 
spaces. Fxtra hassles are thrown up by 
unlucky 'Go To Jail' squares. He who 
ends the game with the most cash wins. 

Without any unnecessarily flashy 
graphics. mis version rairs better than 
most, and is refreshingly bereft of all 
the silly touches which softcos insist 
on adding to board game conversions 
for novelty and ruin the whole thing in 
the bargain. 

Colourful graphics present the board 
in a perspective 3D rather than plan, 
while the computer controlled bank 
keeps an eye on everyone's progress. 
User friendly mouse control makes the 
player's actions over his piece s posi- 
tion and money-shuffling almost as 
easy as when playing the game in real 
life. 

ftftftft 

MONSTER BUSINESS 

A 

Price Amiga £24.99 
Genre Platform 
Publisher Eclipse 

The mad meanies from the big forest 
have once again broken loose, and are 
searching for little items they can steal 
completely spoiling Mr Bob's con- 
struction site. Become Leroy r the best 
beast buster around and blow all these 
nasty little monsters sky high] A goal 
in life if ever there was one. Monster 
business, the epitome of the average 
arcade game features stupid graphics 
and a doubly stupid premise - to retrieve 
all the objects from the building site, 
Leroy must blow up all the monsters 
with some sort of fatal bicycle pump, 
causing them to inflate and eventual- 
ly rise to the top of the screen, drop- 
ping all their objects as they go. 

Dcspite the idiocy of the whole affair, 
Monster Business is actually quite good 
Different screens each present a dif- 
ferent sort of ha?ard, whether it be slid- 
ing platforms or a speedy time limit, 
and the player is so interested in try- 
ing to get the the end of the level that 
he probably won't realise quite how 
crass and daft the game is. 

Smart graphic- nud l-muld •■i-K- V 
Germ;m music: In Ip Monster Business 
rise about the pack and shine out as an 
example of what arcade games should 



be about. It's like an Abba record, if 
you know what I mean. 

ft ft ft ft * 

NBA ALL-STAR 
CHALLENGE 




Price QameBoy £29.99 (Import) 
Genre Sport Simulation 

Publisher UN 

Yet another Gameboy one-on-one bas- 
ketball game. This succeeds over In 
Your Face by virtue of keeping all the 
action on one static screen and thus 
avoiding the terrible blurring of Jaleco's 
offering. In addition, there are five sub- 
games to take part in. none of which 
are particularly different to 'normal' 
basketball but they at least at some vari- 
ety. NBA requires far more skill to play 
than IYF because of the more complex 
moves which, although making it hard 
er to learn, at least makes the game 
more skill based and thus more reward 
ing in the long run. 
ftftftft 

NEBULUS 2 




PflW? Amiga £25.99 
Genre Platform 

Publisher 21st Century Entertainment 

Rising from the Hewson ashes like a 
phnenix looking exceptionally like what- 
ever it wasT before it was burnt, 21st 
Century Entertainment aren't having 
much luck at the moment. Not only 
are they having some considerable dif- 
ficulty with their Megadrive product, 
but the one game that looked like it 
could actually make them some money 
has turned out to be somewhat of a dis- 
appointment 

The European coders responsible for 
sequelling John Phillips' original clas- 
sic have done a bit of a botch job, ruin- 
ing the gameplay that made the first 
game so excellent by piling on lots of 
inane and useless power-up type fea- 
tures. The classic formula has been 
totally swamped by the sheer weight 
of these new 'ideas', and as such any- 
body who enjoyed the first game is like- 
ly to be very disappointed by this. 
However, it is quite pretty and, at least 
for those who haven't seen the first 
game, not a total washout on the playa- 
bility front. But while the first game 
knew exactly where the addiction/ frus- 



1223^ 



tration threshold was, Nebulus 2 steps 
over it like it wasn't even there. Nat 
recommended. 



PREHISTORJK 





Price Atari ST Arnig^, I9IV1 PC £19.99 
Genre Platform 

PytJ^s^erTltus/Efiteftnlnmefit Int. 

Yet another game that persists in 
spreading the myth that the cavemen 
existed at the same time as the 
dinosaurs. This one puts the player in 
the role of Rik, a hairy hunter with a 
bottomless pit of a stomach, Rik has 
to guided around his flick -scrolling 
anledtluvian world in the search for 
food. Rik's comestibles come in either 
passive (pre-killed and pre-cooked and 
just ready to be eaten) or active 
(dinosaurs that have to be whacked 
over the head before they can be con- 
sumed) form. It's this latter food class, 
along with the pits and spikes that have 
to be jumped, that provide the game's 
main obstacles. At the end of each level, 
assuming Rik's eaten enough, there's 
a boxing match against a giant dino 
before progress onto the next level can 
occur. 

Prehistorik has little to recommend 
it in any department. The sprites are 
cute-ish but very small, the flidc-scrolling 
is decidedly S-bit and sound merely 
perfunctory. And considering that so 
little is moving on the many dult-to- 
get-through screens, the action is slow, 
The pixel-perfect nature of much of 
the jumping doesn't help things either, 
Avoid. 



RAILROAD TYCOON 




Price Amiga £35.99 
Genre Strategy 
Publisher Mic roProse 



ACE Benchmark game makes it's 
way onto the Amiga > and what a fine 
conversion it is! Building a railroad 
empire across the USA at the turn of 
the zofh Century may sound like hard 
work, but for those who like their strat- 
egy to run deep, Sid Meier's simula- 
tion of that very pursuit is fun Fun 
FUN! know its difficult to imagine 
how, but trust us, it is. TTie feeling of 



power is paramount as you lay your 
track from sea to shining sea h conduct 
big-time business and generally earn 
loads of cash, 

Beginning life as an entrepreneur in 
the early 1800s, you must turn a small 
stake into the biggest stake in railroad 
industry history ever! By taking control 
of every element in the decision mak- 
ing process which makes the railroad 
work, the player must handle tiny details 
as well as broader political and eco- 
nomic issues, all at the same time as 
competing either with a friend or against 
rival tycoons from history. And every 
element of the game is represented 
with top-quality graphics to make even 
the most number<nmchingjy intense 
sections of the title easy to manage. 

Meier s excellent, friendh 7 user inter- 
face and the sheer predsxni of the game 
design and balance compared with the 
top-notch power of the Amiga make 
this version of the game an outright 
dinner Wholeheartedly recommend 
ed. 



ROBIN HOOD 




Price IBM PC £30.99 
Genre Arcade Strategy 
Publisher Millennium 

Mercilessly coat- tailing the publicity of 
the recent batch of Lincoln green 
movies, Millennium's completely un^ 
licensed version of the tale is surpris- 
ingly entertaining. 

Presented in Populous style, the game 
sticks to the classic storyline of Robin 
of Locksley being booted out of his lands 
by the evil ShernTof Nottingham, desert- 
ed by his people and left to fend for 
himself 

The player, taking the title role of 
course, must assemble a band of merry 
men and set about doing away with the 
nasty old sheriff once and for all. An 
equally important goal for the player is 
to convince all the peasants and other 
inhabitants of the forest and its envi- 
rons that Rob isn't the murdering thiev- 
ing blaggard that the Sherrif has 
described to them but is a lovely kind 
hearted sou I. 

Aside from combat and object-seek- 
ing, there's a refreshing amount of gen- 
uinely funny dialogue in the game too. 
with ;he duirucUT-: camping up their 
mips to the host of their ability. 

It's an extremely enjoyable and inno- 
vative arcade adventure cum strategy 



SEGA MEGA DRIVE 

fiutaU... 

313 565 

Answer J Simple tTxrpmtr 
garnet q*j«iic>ni cwreeiy ma4 
pou could wlti h Mepdriwt, 




ATARI 520 ST 

0898 313 564 nH * 

Toiiha^eTc-: Shoe* ta SAP ihe W OfiMil 

■If sier aid ■-. 1 r. *W ^ K * 

"' J*™* ■ 1 S^F 1 T*"** II TL~ 11* und- 1 J I rJ H— rtolRIT™^,, ^ 




Of ttofc 

IBM PC £ 35.99 

SubLOGICs 
New Facilities 
Locator 

for use with ATP 
and Flight Sim V4 

IBM PC £ 22.99 



The Lost 
Admiral 

IBM £ 35.99 



The Perfect 
. General 

f IBM £ 35.99 4* 
AMIGA S35.99J 




HARPOON 

Baldest IS "North Allan tk Convoy*" £33,99 
Battiwet #S "The Med Conflict* £22.99 
and a Scenario Editor Amiga £24.99 IBM 

LATEST U.S.A. REj|£^g^# 

Flight Simulations - Strategy - S^f^Mmu]dti3ns 
Role Playing - War Q anri e?j^d^g^re^ r 

VISIT our SHOP in Hampton Hill or sencl 
for a FREE COPY of our Extensive CATALOGUE. 

Mail Order and Overseas \ w^Welr nm/ ,"J 



Phone 081 977 8088 FaxfftS K&77 itS2£ 

28 DStE Trie Courtyard. Hlgn Street, Hampton Hill, Middx. TVV12 IPO 



and a CD 

IV'NAUGHTY 

W TRIVIA QUIZ 

0839 03 03 25 

xl 




ROCK 
QUIZ 
0634 03 03 23 



FOOT □ AL LT Rl V f A QUIZ 
0839 03 03 24 



USE YOUR WITS TO 
BEAT THE COMPUTER 



QUICKFIRE! 




The fattest & 
funniest triwi 
game on your phood 



Bp persseoctiwn rut & i*cs c#bt 

GunW PO Ban 30M UcrtOCn K2C NEB 



call now 

OS39 44 22 69 



PO Bcw 3GQQ Lcrx^m MZQ NRS 



a 123 



directory 



cum role playing game who's worst 
failing could be that the plot is so famiU 
iar the player is compelled to play 
th rough to the very end as soon as he 
physically can. thus diminishing the 
appeal of return visits. 



RODLAND 




Price Amiga £25.99 
Genre Platform 
Publisher Stonn 

Stomach-empty ingly cute it may be, 
but there's no denying that Rodiand is 
a fine game. The Jaleco coin-op wasn't 
particularly noteworthy, finding itself ner frustiaungly absent from his auto- 
adrift in a sea of graphically excellent motive relative. 



collecting spinning gems and deliv- 
ering packages for people. At the end 
of each set of Fieldington streets, Ronny 
must get on a bus and go to a differ 
CUt part of Fieldington to collect more 
gems and deliver, more packages. 

The player must guide Ronny around, 
making precision jumps in order to 
scale the tall buildings atop which the 
gems usually sit. 

In it's cuteness and simplicity, Rolling 
Ronny is sort oflike Gar-Vup; lots of 
primary colour graphics Filling in the 
blanks for what is effectively an 
extremely basic game of left/right object 
collecting action. Where Car- Vup failed 
in its control over the player's charac- 
ter, however, Rolling Ronny succeeds. 
He can twist around in mid-air, duck 
and jump to avoid monsters in a man- 



ga tnes upon its release. Now, howev- 
er, the conversion seems to have 
cropped up when the highest-profile 
cute game over the moment (Magic 
Pockets) has failed to meet expecta- 
tiuns. 

The player must woi k I ii^ way through 
a massive suite of screens, collecting 
points n r power ups and killing mon- 
sters with his rod {hence the name) by 
hashing them into the floor. 

The end of each level i s marked by 
the arrival of an enormous end of level 
bad guy such as an elephant who, 
despite looking about as threatening 
a s a big lump of cotton wool in a knit- 
ted bag will do for the players forth- 
with. 

Interestingly en. nigh, the player can 
opt to play a girl if he/she wants, not 
that it makes much difference to the 
playing style. And to be honest, the 
'boy' looks so bleeding effeminate you'd 
never know anyway. 

Chock-a-bloek full of excellent visu- 
als, Rodiand is a Fine conversion and 
it could even be argued to better its 
coin-op pa rent, as control over the char- 
acters has been improved. Certainly 
not a title for gamers into depth or 
gung-ho blasting but a nonetheless 
worthwhile purchase for anyone else. 



ROLLING RONNY 




Price Amiga £19,99 
Genre Platform 
Publisher Virgin Games 

Rolling Ronny is a rollerskating 
boy. He must skate around Fieldington 



It's not until Ronny starts falling over 
and being p^betic that the player is 
reminded of quite how difficult roller- 
skating can be. More often than not 
we find little Ronny on his arse with 
tweety birds and stars flying around 
his head. 

Completion of a level will result in 
a nice little bus trip, assuming Ronny 
has completed enough errands for 
people to earn the cash for the far. 
Otherwise a rather unceremonious 
Game Over' sequence ensues. 
Perfectly entertaining nonsense from 
surprise surprise, German coders 
Starbyte. 



R-TYPE tl 




to fork out another £25 for what 
amounts to a jumped-up data disc of 
new levels. However, newcomers to 
the R-Type legend are in for a treat. 
ft&Otiz [Amiga] 

SARAKON 



Price Atari ST/ Amiga £25,9 9 
Genre Arcade Blast 
Publisher Actlvlsion 

R-Type was the forerunner to many 
of today's shoot-'em-ups, and intro- 
duced many of the features that play- 
ers now take for granted in a 
half-decent blaster, such as power-up* 
and end-of-level meanies. Rather than 
come up with a new idea for its sequel 
coin-op, Irem chose to keep to much 
the same formula* which is not such 
a bad thing when you consider it. 

There are six horizontally-scrolling 
Im-ls. L-.idh with its own style of graph- 
ics, all of which are excellent (although 
ST owners may be a bit peeved by the 
ropey scrolling). The music is suitably 
spcey and polishes off the game. Being 
very similar to the original, one won- 
ders whether buyers of that will want 





Price Atari CT/A#n(ga/I0M PC £19,99 
Gerrc Puzzle 
Publisher Virgin Games 

Games which call the player stupid are 
unlikely to go down in history as great 
entertainers, yet Sarakon, despite mak- 
ing this fatal mistake is a perfectly 
decent rip-ofT of the M ah Jong tile - 
swapping business. Basically, if you 
imagine Snap played with some old 
oriental tablets and wiih some com- 
plicated cant do that' rules, then you're 
pretty close to imagining what Sarakon 
is all about. 

The aim o f the game is to click on 
similar tablets which sit in a particu- 
lar orientation, eventually ending up 
with no tablets left, or at least as few 
as possible before the time limit runs 
out, Once done, the player is reward- 
ed with a breakdown of his score and 
1 comment from the computer as to 
his Sarakon ability. 

The problem with these puzzle games, 
however, is that they all look similar 
enough to make the player want to pick 
them up and have a go, yet they insist 
on containing enough rule subtleties 
to make doing fust that impossible. 
The result? The Mah Jong player will 
feel infuriated that he can't make his 
normal moves work. 

The presentation is first class, apart 
from the cheesy sound effects and 
music which don't so much create the 
ambiance of the Far East as a grubby 
take-away in Dulwich. 

If comparatively sedate mouse-click- 
ing is your bag. and your eyes can stand 
staring at the monitor for ages while 
you scratch your head r Sarakon is the 
game Tor you. 



THE SECRET OF 
ISLAND 



Publisher Lucasfilms/US Gold 

Monkey Island is the latest in 
Lucasfilms' celebrated series of ani- 
mated graphic adventures', The play- 
er is Guy Threepwood, a young man 
intent on becoming a pirate. To do so r 
he must complete three mini -quests, 
during which the player slowly becomes 
involved in more and more hazardous 
interaction with characters both beau- 
tiful, evil and absurd. The game also 
contains several sub-plots, which serve 
to make it more enjoyable. These range 
from simple treasure quests to a mas- 
sive objective involving a grand pirate 
from Hell. 

The graphics are pretty impressive, 
using a variety of 'camera angle' such 
as close-ups when conversing with 
characters and long-shots of the land- 
scape when Guy :ravH* !io::l pkn c to 
place. The music adds a lot to the game, 
and provides real atmosphere in some 
scenes - the tavern owes almost all of 
its potency to die accompanying sound- 
track. Monkey Island is easy to p!ay 
due to good use of the mouse and sin- 
gle key commands, and along with the 
presentation they combine to make 
this an excellent game which deserves 
its place on the sottw ate shelf of any 
adventurer. 



SECRET WEAPONS 
OF THE LUFTWAFFE 






Price Atari ST/Amlga/IBM PC 
£29,99/£25. 99/£29/99 
Genre Adventure 



Price IBM PC £40.99 

Genre Simulation 

Publisher Lucasfflms/US Gold 

"beep, deep* deep. Secret Weapons oi 
the Luftwaffe is a big old game and no 
mistake. It's also the sequel the criti- 
cally acclaimed Their Finest Hour. The 
title comes packed with new goodies 
but brings the same problem of the 
first game; i.e. the flicky and rather 
horrible bitmap graphics. 

The player is offered the chance to 
pilot aircraft in a seemingly limitless 
number of historical missions, shad- 
owing or guarding planes and taking 
place in actual battles and scenarios of 
the Second World War. 

However, played in a Wing 
Commander style with bitmaps taking 
the place of the polygons so frequent- 
ly and successfully used in other flight 
sims, Luftwaffe will have all but the 
owners of the fastest machines ham- 
mering down the detail level in the 
attempt to get it to run at an acceptable 
rale. 



Ambitious playt-rs tan then define 
i heir own missions to determine what 
history would have turned out like if 
:ht J L- was just one less Messerachmkl 

BF109G in a particular combat situa- 
tion. 

Luftwaffe is exactly the sort of game 
- as distinct from Wing Comma rider - 
that you actually want to make excus- 
es for. And that's simply down to the 
fact that under the try-too- hard graph- 
ics which actually look pretty absurd 
every now and again, there is a quite 
brilliant game. 

SILENT SERVICE II 




Price Amiga £35.99 
Genre Simulation 
Pubfisfte; Mioroprose 

It may have taken five years, but the 
sequel to one of the most critical]* 
acclaimed and publicly admired sim 
games is finally with us Silent Service 
II features all the best bits from the 
first game as well as a host of original 
and new duo-dads. 
Digitised graphics and sampled 



sounds simply confirm the Service as 
a game which is undoubtedly one of 
the most detailed, accurate and realis- 
tic on the market, but new garners 
should lie warned that, just like life on 
a real submarine, it s not all walking, 
er, action. 

Mo, There's a lot of the old Above Us 
The Waves stuff with turning off 
engines to sneak up on enemy war- 
ships without alerting their radar. And 
as for all that tank blowing stuff I ask 
you! 

Mkroprose are indubitably the out- 
right kings of all things sim. ( but their 
policy of rncreasirig the action and min- 
imising the dial- watching as used to 
such good effect in F-r^ Strike Eagle II 
would be welJ extended to this partic- 
ular title 

For gamers wishing to purchase an 
accurate sub simulation, rest assured, 
there is absolutely none better, But 
those expecting to get their torpedoes 
off straight away would be better to 
rat for a more accessible equivalent. 



THE SIMPSONS 




Price Amiga £25.99 
Genre Platform 
Publisher Ocean 



This conversion of the TV- show and 
marketing phenomenon which is pert 
ly reallv funny honestly no really it's 
great because they're funny little car- 
toon characters who behave like real 
adults oh it's so hysterical oh ho ho 
really hasn't actually fared too well at 
the hands of Ocean. 

From the coding pen of Arc 
Developments, this version of the NES 
game released by Acclaim has lost even 
the charm of the cartoon and on top 
of all that, it isn't a particularly good 
game either. 

Space mutants have landed in the 
sleepy American town of Springfield 
and are planning to build a weapon 
which will help them take over the 
entire planet. 

The player, taking the role of Bart 
must travel around Springfield. 
Basically, Bart must destroy or deface 
all the every day elements in Springfield 
which the Mutants are using to con- 
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struct their space weapon. 

Ocean s attempt to create something 
a bit more depthy than a straightfor 
ward arcade game is commendable, 
but the result is frustrating because 
the sloppy elements of game design 
just make it too difficult to play. Its 
too easy for Bart to die through no real 
fault of the player, and the control 
method is ineffective. Shame, 



SNEAKY SNAKES 



Price G^meBoy £29.99 (Import) 
Genre Platform 

Publisher Rare 

From the people who u&ed to churn 
out those Knightlore games (remem- 
ber them) comes Sneaky Snakes, an 
exercise in excellent control and little 
depth, A female snake has been kid- 
napped by the Nasty Nibbler and the 
player taking the role of either Genghis 
or Atilla must explore the Nibblers haz- 
ard-hrien landscape eating enough 
food to make them big enough to acti- 
vate floor switches which open doors 
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EXE 



ADVENTURE ROLE PLAY 

Bards Tale III 
Covert Artian 
Ey& ol ihe Beholder 
Heart of China 
Keys to Maramon 
Kings QuGSl V 
Lard of ttie Rings 
Magic Candle 
MaMian Dreams 
Megalratfeiler 2 

Midwimer II [Fi'ameso* Freedom;. 

Migm and Magic 3 

Pools aJ Radiance 

Pnnce ol Persia 

Rise ot ihe Dragon 

Savage Empire 

Sorcerers get all the Girls 

Space Quest fV 

Spint oi Eacalibur 

Terminator 2 

Ultima VI 



SIMULATIONS 

A 10 Tank Killer 

AovancM Desyo^&r Simjial on 



£23,90 
£29 » 

£29 39 

£33 99 
122 99 

C27 99 

£2999 

£22 99 
£29 99 
£26 && 
£2299 
£29 99 
£22 99 
£23.59 
E26.9& 



£2&99 
£15 99 



Chuck Yeage* 's Air Combal 

Fi4 ToTical 

F*5 Strike Eag e II 

Gunship 2000 

J&tfigJner 2 

Mi Tank Platoon 

Mega^oriress 

MIG23 Super Fulcrum 

Secret Weapgns of the- Lultwaffe 

Silent Service II 

Team Yankee 

Wing Commander II 

SPORT 

■*D Sports Bdjurcg 

4D Sports Driving 

Banlechess 

Battlechess II 

Coiossus Chess X 

Earl Weaver Baseoaii 2 

Jack Nicklatis Unlimited Goir 

Kk* Off IF 

Links 

Mano Anareth s Haang Challenge 
PGA Tour Gol1 
Pre Tennrs Tour II 
Speedball 2 



£2S 9& 

£26.99 

£36.99 

£29.99 

£29 99 

£29.99 

£29.99 

£-33.99 

£29 99 

£26. 99 

E2S.-99 

£20.99 




£22.39 
£22 99 
£22.99 
£22.99 
£16-99 
£29.99 
£29 99 
£17.99 
£29.99 
£22 99 
£22.99 
£22,99 
£27.99 



STRATEGY 

BandU Kings ol China 

Cuttles 

Ghengis Khan 

Harpoon 

Railroad Tycoon 

Sim Eartfri 

Supremacy 

Warlords 

Worlds at.War 

GENERAL 

Lemmings 

Lile and Deaih II 

Sim City Populous 



£29.99 
£25 99 
£29.99 
C29.99 
£26 99 
£29.99 
£26 99 
£22.99 
£22 99 



£25.99 
£22.99 
£2599 



PC GAMES OUR SPECIALITY* 
IF YOU DONT SEE 
WHAT YOU WANT 
RING US 



GAMES EXPRESS Hours Mon-Sat Sam ■ 9pm 

Sun 10am -6pm 

SAME DAY DESPATCH IF ORDERED BEFORE 3pm 
SUBJECT TO AVAILABILITY 

PRICES INCLUDE P&P 



GAMES EXPRESS P.O. BOX 515 LONDON SE4 IHE 

081 -314 0303 

DETAILED FREE CATALOGUE & MEMBERSHIP WITH FIRST ORDER, 
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through to the later levels. 

It may not sound quite as much fun 
as boiling one's head but actually it's 
not that bad. Apart from the wonky 
idea of the whole thing, the playing of 
the game is pretty good. Control over 
the snake is excellent and all inertia - 
driven. Food is obtained by bouncing 
on little plates which lie all over the 
floor or waiting around by pi arils wh i< h 
spew out balloons. 

The weight of the snake is denoted 
by its length. Unfortunately, once he's 
long enough to activate the switch to 
go through to the next level, he's also 
long enough to be more easily hit and 
hurt by the nasty things in the land- 
scape. Although the game never quite 
matches up to the quality of the con- 
trol method, there's probably just 
enough stupid novelty value here to 
justify a purchase, 

SONIC THE 
HEDGEHOG 



Price M^gadrlve £34.99 
Genre Platform Game 
Publisher Sega 

Sonic is on a mission to rescue his 
fluffy chums from the clutches of the 
evil Doctor Eggman. Perils and plat- 
forms are the order of the day, but the 
emphasis has been placed firmly on 
variety too, with numerous shades of 
Rick Dangerous and Strider to spot 
along the way. 

Our prickly hero can rid himself of 
nasties by either jumping on their heads 
or rolling up into a ball and spinning 
at supersonic speed to knock them out 
of his way. The most important objects 
in Sonic's world are gold rings. These 
act as a safely buffer for contact with 
the meanies ■ one touch causes all of 
Sonic's rings to spray out, while con- 
tact without any rings results in the 
loss of one of Sonic's three lives. These 
rings can also be traded for a life once 
one hundred have been collected. 

Spread around each of the HUGE 
levels are a myriad of useful objects 
that deliver some temporary bonuses 
such as invulnerability and speed shoes. 

The impressive graphics are by far 
the best yet seen on the Megadrive p 
being smooth, colourful and moving 
at speeds that leave you slack-jawed. 
Along with the ionics (Oh per-leese!) 
and the superb payability, this is a 



game that'll keep you playing until the 
early hours , If there's one Megadrive 
game you buy this year then this should 
be it, 

SPACE 1889 

Price IBM PC £TBA 
Genre RolB-Playing Game 

Publisher Empire 

This is an RPG which shares many 
similarities with Origin's Martian 
Dreams In both plot and user inter- 
face. However, this lacks the atmo- 
sphere and graphic quality of Origin s 
effort, and the plot is too linear - one 
often feels as though the/ re being lead 
along n fairly narrow path- Tt's rather 
simple, and could act as a good intra 
to the world of RPGs for the novice, 
but more experienced players may feel 
the game a little retrograde for today's 
gaming tastes. 

SUPER 

PROFESSIONAL 
BASEBALL 




Price Super Famfccoiii £54.99 Import 
Genre Sport Simulation 
Publisher Jaleco 

The Great American Sport makes it 
onto the Famicom with a certain 
amount of style. A game for one or two 
players, it's viewed tn two very differ- 
ent ways, When the ball is pitched, the 
players view the action in close-up from 
just behind the pitcher. The pitching 
player can adjust the power and angle 
of his pitch using the joypad. The bat- 
ting player then has to strike the ball 
by doing similar. As the ball sails into 
the air the view cuts to a scrolling park 
view. Using the radar in the corner of 
the screen the pitching player has to 
guide one of his outfield to catch the 
ball, while the batting player has to 
decide whether to risk pushing his 
men round the bases one more time, 
Er... just like the real thing, actually. 

As a simulation, Baseball is fine. The 
graphics are a bit rainy at times, but 
the all-important gameplay is marvel- 
hi |v .ilmntf rftavin^ ;ir rinit^ Although 

a rather simple game, with the asso- 



ciated risk of early boredom (and at 
nearly sixty quid for the cartridge that's 
a fairly big risk). Baseball is entertain- 
ing enough to be worth consideration. 

SUPER R-TYPE 

Price Super Famicom £50 {Import) 
Genre Arcade Blast 

Publisher Irerii 

Apart from Gradius Ell, shoot-'em-ups 
on the Fam icom are a little thin on the 
ground, so Super R-Type comes as a 
real treat. Basically it's R-Type z with 
some shiny brass knobs on. Iron has 
added a couple of new worlds - the first 
one has you blasting through a space 
minefield - but it's still the game we 
know and love, "With impressive aes- 
thetics and matching sound, it's the 
game Famicom owners have been wait- 
ing for. 

SWITCHBLADE II 

Atari ST/ Amiga £25.99 
Genre Arcade Blast 
Publisher Gremlin 

Some seven months after appearing 
on the Amiga. Switchblade II - arguably 
one of the best arcade shoot-outs in 
existence - has finally made its transi- 
tion onto the ST and what a success 
it's been! 

'Hie appeal of this --nine) to Gremlin's^ 
much underrated original is. the dis- 
tinct Japanese flavour of the graphics. 
Quite aside from it having more action 
and weapons and payability than most, 
Si features those big-eyed Hack-haired 
characters and rransfbrmer-.sryled robots 
in a sjde-on mu I ti -directional scrolling 
battle to the death. 

Control over the central character 
lias more than a little console-feel to 
it, as he bounces around all over the 
place firing away with his power- 
uppable laser rifle. 

A host of different landscapes - some 
all broody and mechanoid, other quite 
sunny and happy looking - await those 
willing to play, each inhabited by it's 
own particular brand of robot M3:h. 

Perhaps more than the graphics or 
■In- gnrnrpl.Ly , it's the Style of 

Switchblade which makes it such a 
nice game to own. Don't be fooled by 
the godawful cover artwork into think- 



ing this is just another blast with no 
heart; it's a thoroughly polished and 
classy piece of code, and well worth 
your pennies. 

TAIL GATOR 



Price GameBoy £29,99 { Import} 
Genrt? Platform 

Publisher Nats u me 

Slot Tail Gator into vour Gameboy and 
you'd be forgiven for thinking you'd 
accidentally picked up a Game and 
Watch on the way out of the house 
instead. This Manic Miner rip off fea- 
tures an alligator trudging through a 
bunch of levels of the Moberry king- 
dom, trying to dispatch the monsters 
who have invaded. 

Charly (the alligator) must flick away 
the monsters using his tail, Chests 
occasionally yield bonuses or smart 
bombs which will clear the entire screen 
•:> r bad guys, tint we all know the sort 
of chest that Uurly is really interest- 
ed in. Yes! The chests with the key 
which will lead him off the level. 

We've really moved on from games 
where the entire objective is to get off 
the current screen by collecting a key, 
or at least everyone except Natsume 
have. For the merest instant of a sec- 
ond of a moment, Tail Gator looks as 
if it could be one of those sim ple yet * 
addictive games which look rubbish 
buy play like a dream. But it isn't. So 
don't be fooled. 

THUNDERHAWK 

Price Amiga £30.99 
Genre Simulation 
Publisher Core Design 

Most flight sims require a good deal 
of practice before any reward can be 
garnered from them. All those key- 
board controls and miscellaneous air- 
craft functions do quite a lot to put off 
anyone looking tor a quick blast. Core 
Design have seen this gap in the mar- 
ket and more than adequately filled it 
with Thunderhawk. All control is via 
the mouse, which makes everything, 
from weapon selection to helicopter 
control, qukk and easy. It's a welcome 
change from the usual memory test 
of clicks and non-clicks. 



The game itself is broken down into mincing about gunning down an assort 
a series of campaigns, each preceded merit of meehanoid assailants. Enoughf 
s graphic briefing sequence indi- Take it away! 



UTOPIA 




eating target and terrain type. Before 
taking to the sky the pby& must select 
the appropriate armament for the 
Thunderhawk. although there's a 
default if this seems to much of a chore. 

What makes the game a treat is the 
handling of the helicopter. The con- 
trols make flying intuitive, letting the 
player get on with the mission rather 
than battling to stay airborne. Graphics- 
are smooth aj]d move at a fair click, 

though there isn 't much background The quality of life on earth, let s face 
scenery. If you w never been tempted it r sucks. And the world is screwed up 
to try a flight aim. then this ls ihe game so bad that nothing anyone can do can 



Price Amiga £29. 99 
Genre Arcade Strategy 
Publisher Gremlin 



to change your altitude. 



THUNDERJAWS 




Price Atari ST/AmJgn £19.99 
Gvnre Arcade Blast 
Publisher Domark 

Deep within her subterranean 
the evil Madame Q has launched a 



save it. We need to start again. 

This is the premise of Utopia, anoth- 
er Popidous/Powerrponger style affair. 
Except this time the aim. rather than 
simply ruling a world or conquering 
it is to construct and run it and to make 
all its inhabitants feel really good! The 
aim is to elevate the quality of life to 
ioo% - Utopia. 

It's not difficult to grasp the aims and 
controls of the game, And it quickly 
become? apparent that there are lots 
of problems thrown up by the idea of 
making everyone happy For a start, if 



and dastardly plan ■ to build an army you spend all the money on hospitals, 

of genetic mutants to take over the food production and month-long sports 

world ! I his weu-meanmg but rubbishy festivals, your populace will be content, 

conversion is the latest in a bag Iroe but without a::\ ardiNe defence when 

■ of Tengen ports from the Dorns. To be the inevitable computercuntroUed alien 

fair, the majority of the coin-ops have attack occurs. 



been a long way short of classics them- 
selves, but Domark seem to have an 
especially tough lime wrestling them 
onto computer format. Witness APB, 
STUN Runner and the appalling Skull 
and Crossbones, 

Here, the tricky element which has 
proved to be the con version's downfall 
is the tongue in -check Land-of-thc- 
Gtants graphic style of the original. 
This very factor, which at least helped 



Beginning from just a few key build- 
ings, it's up to the player to construct 
the colony using icon-driven actions 
while inspecting the world in isomet- 
ric 3D. There are almost no rules in 
this society. You can run things virtu- 
ally any way you want. 

The only factor that is missing is the 
option to try and run things as a dic- 
tatorship regime and make a certain 
part of the population very happy while 



the coin-np look a bit more interesting keeping the workers ground down into 
than in fact it was, has simply made the dirt. Still, that never works, does 
the Amiga version look downright it? 



WARDNER SPECIAL 



The players' aim is to work their way 
through a set of levels combating 
Madame Q r s treacherous forces and 
collecting hostages along the way. The 
first stage pits the players in an under- 
water setting, shooting it out with 
enemy divers and ferocious sharks 
alike. Weapons can be collected to 
improve the firepower, but nothing 
can improve the diabolical animation 
and dull-as-dishwater gameplay. From 
hereon in, ifs a more stra ighrforward 
runa round shoot out with the players 




Price Mega-drive £39,99 (Import) 
Gemr Platform 
Publisher Vlaco 

There seems to be a trend in current 
Megadrtve games (Sonic excepted) to 
wrap superb and addictive ^mirphy 
in hideously primitive graphics. 
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U SER GROUPS 

Amiga BOO with Joystick 
games like Beast 2. Pi a, 
Pipemania and Batman 
Sell for i!270 O.N.O. Tel- 
OBI 659 1337 evenings. 

Garncboy contaris 
wanted to swap games 
with. For list send 
S.A.E. to C.Briggs 106 
Bromley Health Road, 
Dovmend, Bristol. 

Chic: simply the best 
user group. " Absolut ely 
unbeatable service all 
com p u t ers . 2 50O+ 
members. SAE brings 
superb free introductory 
newsletter. Wan ted 
P.D. fanzines shareware 
etc. To review a/ or 
distribute. Write C,C,C 
box 121 » Gerrards Cross 
Bucks, SL9 9JP (0753) 
884473. 



Super Famicom, 3 
cart riders £230, phlllips 
monitor, start, 4 mom lis 
ukl V.CpC, &K3fi 0742 
352319, 

Atari St520 FM, 1 
Megadrtve + with £400 
Games Turrlean Ji, 
Chuekroek, Joystick, 
MOuse. boxed £320. 
Tel, Chris 06S6825082 
or will spilt, 

Megadrlve £220, S 
games, Joypad 2 
■ipaplois Atari ST 
520FM. 50 games, 
mouse, ]ovstlck £3lO 
O.N.O, David (J81 863 
6964. 

Enhance amiga cyclone 
(A.RW.M) 

/MAC 2/ supercard 2 
S.E.3 vja external drive 
[citizen) speed conlrol 
£7. SO S.Barr 16 Oglllve 
Road, Stirling FK82HJ. 



Amiga 500 retail £lOOO. 
includes 1 Meg 
expansio n£5SO 
Software. 2 joysticks, all 
1 1 C cess Hies. £499 
CN.CL 0666 84O015 
after 7pm. 

Amiga 1 Meg (3 months) 
with 35+ gomes* worth 
£1 lOG, for sale at £450, 
Contact YnshL 29 
Gladstone Street 
Kettering Northants 
NN16 0TE. Hurry! 

HELPJLlNg 

ULTIMA?! If you are 
having trouble with 
Ultima 4 or Ultima 6, 
send me a letter and I'll 
#ivc youa hand, SAR lo: 
Greg Johnson. "Norolle" 



P.Q Boa 138 Roma QLO 
Australia 4455 r if 
writing from rmother 
enuntry, ask at your 
local postofflce about 
stamp vouchers for 
Australian stamps. 



IBM PC USERSt! Want 
help on any Sierra 
games, Countdown. 
Deja Vou II, Arthur, 
Leather Godesses, Zork 
Series,. Lurking Horror 
and many other 
adventures. Also 
1 1 l j r Klrr? Is tit' slinrl 
cheats for many PC 
games including Xennon 
IT, Sim City. Kllte+. 
Thexder, Heroes of The 
Lance, Golden Axe, 
Monty Python & F15 
Strike F^a^le, For more 
details write 1(3 Wayne 
Roberts. "By -The- Way" 
Chils worth"* Gunnislake. 
Cornwall, PI. 18 9PB. All 
letters will be replied to! 1 



Need to swap Master 
System games for keeps, 
I 11 swap Operation Wolf 
World Soccer. Super 
Tennis for ;inv Ljood 
AiniCS, cspei iallv 1 lRc; A 
Rocky. American Pro- 
I <»o(ball. Mickey Mouse 
and Moon walker. It 
necesssary will swap 
World Soccer and Super 
Tennis for I game. 
Contact me (Matthew) 
on [t)495-2fi) B055. rail 
at round about 6.00 and 
O.OOpm. 

Own an ST or Amiga? 
Hands up if you've 
complied all of your 
games,. Hmmrri* not 
many. Well maybe "The 
Directory" is for you. 
With cheats for over 2TjO 
gapnes, it s a snip at 
£3 1 ,OtX Send an A5 
SAE with Cheque/PO lo: 
Ale* Barley SO George 
Street. Maulden 
Bedfordshire MK45DD. 



PENPALS 

Amiga Atari and VHS 
contact wanted 
worldwide, USA 
especially. Write to 
Mi 1 rk t 1 b m : 1 ! n ic sbury 
Koad London E3. No 
Lamerstf 



THOMAS DANCER the 
reason we have not 
printed your ad, is 
because you are trying 
to sell your computer 
under 'HELPT^IlVE'IIl 
S« put your hand in 
your pocket and send 
us sIjc quid and we'll 
print It o.fc? 
Others take note 1 (inc 
Daniel Moore). 
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Wardner Special is one of this happy 
band. Plot-wise it's the usual rescue 
the girly from the evil baddy by jumpin" 
and fumpin' through umpteen baddy 
infested Levels of platforms and lad- 
ders, but it has several gameplay fonir^ 
that lift it out of the mire. 

For a start, the amount of variety is 
incredible, Every step of the way seems 
to reveal some new obstacle or feature 
to overcome - spinning blades, light- 
ning-lobbing clouds, climbable vines 
. which help sustain interest no end. 
Control over the hero is superb, allow- 
ing lots of Mario-esque mid-air manoeu- 
vres. Probably the only major fault • 
jpart from the terribly Master System^ 
ish graphics ■ is the way the game sends 
the player quite a way back when he 
dies. Very annoying. However, this is 
the only real criticism of an otherwise 
great game. 



WING COMMANDER II 




Pnce IBM PC £34.99 
Genre Arcade Blsst 
Publisher Origin 



No mutter what else you might say 
about the Wing Commander games, 
they look darned good ^trouble is, 
there isn't really much else to say about 
them. Well, peThaps that's a little harsh 
but here in the sequel to the much 
talked-about and little played original, 
it's very much a case of more of the 
same. 

Interstellar war with the Kilrathi con- 
tinues, and in the most recent Kilrathi 
victory, the Confederation flagship 
Tiger's Claw has been destroyed by 
invisible Kilrathi stealth fighters. As 
the sole survivor of the assault, the play- 
er must first convince his federation 
comrades that the attack did genuine- 
ly take place and then lead a federation 
force to track them down and destroy 
them. 

The missions available for the play 
er to try are wide ranging and change 
in style in accordance with the devel 
opment of the plot. At the outset, when 
things are pretty quiet, the player's 
orders are simply to patrol which leads 
in turn to sporadic fights with Kilrathi 
craft. 

Graphically excellent although par 
ticularly processor heavy, Wing 
Commander 11 certainly isn't a bril- 



liant game. It s a worthy sequel to its 
piedecessor but is the sort of title where 
that trite old phrase about trying before 
buying is one hundred percent appro 
priate. 
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ZONE WARRIOR 




Price Amiga £19.99 
Genre Arcade Blast 
Publisher Electronic Arts 

Destroy the evil aliens in this time- 
jaunting blast from Electronic Arts. 
Hie Geeks liave taken control of a secret 
space satellite and are using it to send 
themselves back through time, destroy- 
ing vital elements in the development 
of Mankind, thus disabling the humans" 
ability to resist the Geek invasion in 
years to come. 

The player must race back through 
a host of different time zones and foil 
the aliens success, generally by killing 
a level of left-to right scrolling mon- 
sters. 

t he impressive inuu sequence and 
the nature of the static graphics are 



never quite matched by what is real- 
ly a rather basic shoot-em-up in the 
Turrican vein, hu h stage presents a 
mission briefing for the player, begin- 
ning with the noble feat of saving Ug, 
inventor of the wheel, from the clutch- 
es of aliens and so on The novelty of 
using a phased plasma rifle in 40 watt 
range to blow a way innocent caw men 
and baffled Egyptians is entertaining 
enough far a while but the shaky game- 
play requires a considerably stronger 
crutch than graphic novelty to support 
it 



(TELEGAMES 



in*** 

.Ail 1 vM 
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THE VIDEO GAME SPECIALISTS 
FOR OVER 12 YEARS 

CHESS Based won ttie mosi powerful chess playing technology from Sha laboratories of 
FirW* Electronics - tr» pfernier rnanuiatturera or rjedHaled tN*s ramptftefs and ha 
dSr^Hhe on^ USCF Cartlhed Mast* ftaled (23251 Pugram. This i»n* mt»1 powerful 
cheas game available 

QiX neutralize Qixand to rrwtwi olfsprlng SPJUW b, dairoinflthw termor)/ befoffffley tag 
you HundrwJs at ittilt ofiKmavi* intensity wll *Mtf ryfci nerves«*le itinnng sound 



STEREO SPEAKER SYSTEM 



SUITABLE FOR DIRECT CONNECTION TO 

ATA HI LYNX * NINTENDO GAMEBOY * SEGA 
GENESIS, MEGADRIVE. GAME GEAR 
*MEC UT HAND HELD AND PC HAND 
HELD * PERSONAL STEREOS * COM PACT 
DISC PLAYERS # NEO-GEO * ETC AND ANY 
OTHER ITEM WITH 3.5mm SOCKET 
COMPLETE WITH PLUGS AND LEADS. 




Htgh eftaenoy 3" micro stereo speakers 
Built m power boosts {4 c size batteries noi included? 
Active or passive system, worKs with of without 
batteries 

Individual volume cont'nls 
DC 6 voH input jack 

3,5mm slerea plufl to lit personal stereos end 
com pact disc players 
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SPECIAL OFFERS 

DELUXE JOYSTICK WfTH RAPID FIRE, LED 
INDICATORS ETC USUALLY £24.99 

ONLY £9.99 




Europe's largest stock of consoles 

and games for - 

mca oniuc a Master System « Game Gear 

fMlAfndgj - GAMEBOV- SUPER FAMICON 
_ PC SUPER GRAKI 

j4g-L¥NX* 2B00* 7300 _ 

o.m«nber- <f feteS""**" , 

HE AD OFFI CE AND MAIL ORDER ^WIGSTON, LEICESTER^ 
iDBBBD Telephone (0533) 88044^889989 wn^ 
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f Nintendo) AND 

Cartridge and Console cleaning system - stops games from 
crashing - protects cartridge pins, was E9-99 nQW £4.99 

ABC )VE OFFERS WITH ANY OTHER PURCHASE OVER £20.00 AND 

WITH THIS ADVERT ONLY 
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the last bit 




Right. You've had your reviews, 
news, previews, taps and I n The 
Works... what else is there...? 
Ah! Of course! Your monthly portion 
of filth, slaNder, gossip and opinion, 
brought to you as only the Slitter can. 
So let's get down to it and let's do it.. 



The vast majority of Britain's telly- 
watching females were drooling pro- 
fusety a couple of Sundays back as they 
watched the finals of The Clothes 
Show's amateur model of the year com- 
petition. The reason? One of the con- 
testants was no less than chisel jawed 
Bullfrog programmer Sean Cooper! 
Proving that programmers needn't be 
spotty little twerps with a blob of clasto- 
piast over one lens of their NHS specs 
and an unpleasant body odour r the chis- 
el-jawed crralor of top platform game 
Flood was seen shaking his little toosh 
on the catwalk as thousands of 
awestruck teenyboppers screamed their 
lungs out in die audience. What a hunk! 
Sean actually did very well, making it 
into the last right hunky geezers before 
he was out-cooled and eliminated We 
think it was something to do with the 
poncy purple pantalons and stupid fur- 
lined bowler hat they made him wear. 
Poor chap.,. 
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List month s * How They Used to Live" 
feature about what top industry bods 
used to do prior to being top industry 
bods certainly created a lot of interest. 
Especially from up Manchester way, 
where the chaps at Ocean tried to get 
Slitter at the wind-up by faking a let- 
ter from Sates Director Paul Patterson, 
exclaiming how enraged he was at being 
called an ex-gorillagram and how he 
was going to see us all in court. Ho ho! 
Needless to say we saw right through 
it and promptly dispatched a gorilla- 
gram of our own up to Ocean's 
Manchester HQ to put the record 
straight. Poor old Paul was a lo&s for 



word* as the man in the hairy suit 
burst into a top-level meeting between 
him and Managing Director David 
Ward and started whooping and beat- 
ing lias chest. One-nil to us, wethinks.,. 

Oh. and while we're on the subject, 
fans of last month's feature may be 
interested in this fascinating addition- 
Entertainment International's PR 
Manager Marisa Pauwels used to be, 
believe it or not, the host of the Belgian 
version of TV' quiz favourite Play Your 
Cards Right! Remember, if you get 
4000 points or more, you have a 
chaiH-r N" go for the car. Wooooo... 



Sympathies go out to weekly rag New 
Computer Express (the other maga- 
zine which a mate of ours writes for, 
as readers of Amiga Power may have 
noticed) which crashes and burns this 
month. Current owners Future 
Publishing have finally decided to lay 
the money-pit magazine to rest after 
some 150 issues. It comes as a par- 
ticular blow to us here at The Blitter 
as we always used to looked forward 
to Games Week, because we could 
never make up our own minds 
whether Total Recall was better than 
The Terminator or not. Future denies 
that NCE's demise was in any way 
connected to the appearance of a full- 
colour weekly games magazine called 
Games X which cost half the price and 
was lots better, 
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Capital Radio is currently running a 
big promotion with Nintendo, where 
the prizes include NES systems, games, 
and as the star prize "a fabulous trip 
10 the home of Mario - New York City!" 
Ahem, excuse us, but we've always 
laboured under the assumption that 
Mario was an Italian fellow. If he was 
a New Yorker he wouldn't have an 
Italian accent like he does in the car- 
toon, would he? So there. We phoned 



Mario to get a comment from the man 
himself, hoping that he could fax us a 
copy of his birth certificate to set the 
record straight. But he was out bash- 
ing Koopa Klowns, 



Here at The Blitter End we re becom- 
ing increasingly distressed by Sega's 
new ultra-expensive ad campaign, 
which is supposed to send Megadrive 
sales skyrocketing over Christmas. 
Does anybody really believe thai peo- 
ple like that bloke in the stupid revoK - 
ing chair really exist? Of" course we all 
know that Megadrive owners drive 
around in a big black articulated iorry 
with all their Sega gear in the back - 
nothing odd there, What we object to 
is that somebody as obviously sad as 
he is coukl pull such a tasty bit of crum- 
pet, like the one in the second advert. 
And even then he prefers playing his 
Game Gear 10 getting his clammy 
hands on her bottom. Just what is 
wrong with this man? And we daren't 
even ask about the relationship between 
him and his little ninja "helper", who 
can't be more than seven or eight , 
Considering he's got a dog as well 
what goes on in the back of that truck 
after lights-out is too worrying to even 
contemplate... 
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participants actually come from. Those 
people who think that it's just a thin- 
ly-veiled excuse to have a cheap holi- 
day in the sun under the guise of doing 
business are just jealous because they're 
not going. With a bit of luck, maybe 
next year's conference could take place 
on the QE2 as it winters off the coast 
of Port of Spain, with scantily-clad 
handmaidens peeling grapes and man- 
icuring nails as the conference^ try to 
decide something of earth-shattering 
consequence, like Commodore's deal- 
er repair policy or whether or not games 
should come in big boxes... 



ft 



ltp fl ,3tohawaa»lhividinthi S indt^ 
try, as the editor of one of ACH's many 
inferior rivals discovered to their dis- 
may last month. Not particularly pleased 
with the low mark given to one of their 
products, a representative of a major 
software house politely inquired to the 
editor of the offending organ, during 
;l v.] sit to its offices, why it had been 
treated so badly. Obviously the various 
pressures of deadlines, production 
problems had been taking their raft 
and the said ediloi saw this as a gold- 
en opportunity to let off some steam- 
So he promptly erupted into a scream- 
ing fit, denouncing not only every aspect 
of the game itself in as foul and abu- 
sive terms as possible, but also the 
dress sense uf the visiting software del- 
egate! This little feet-stamping session 
went on for quite a while. Needless to 
say the software bod was less than 
pleased ■ and neither was the Ed's boss, 
who promptly called him into his office 
and ganfe him a thorough tongue-lash- 
ing or something. It s like Blitter s 
always said - if you can keep your head 
when all around you are losing theirs 
you'll be a man. my son. And you won't 
look like a big wally, either- 



Blitter is looking forward to this year's 
imminent Computer Arena confer- 
ence in Majorca, or some other sleazy 
tourist trap. All the top industry gurus 
gather at this tropical holiday resort 
every year to swim in the sea, get pissed 
in the bar, boogie the night away at the 
discos, try to get off with each other's 
girlfriends and, if they ve got a bit of 
span.' time at the end ot it. have a quick 
discussion about the state of the soft- 
ware industry. It s all vitally important 
stuff, of course, and wouldn't be any- 
where near as product ve if it took place 
somewhere wet and miserable (and 
( heap) like Britain, where 90% of the 
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Hooray! That's the end. Actually, it has 
to be said that a lot of low -life no-good 
sleazoid industry scumsuckers (you 
know w ho you are} got off pretty light- 
ly this month, but that s only because 
Blitter s been in a good mood, see? So 
just you remember to keep your noses 
dean Blitter has eyes and ears every- 
where. And if any readers should hap- 
pen to hear of any dodgy dealings, 
industry scandals, write in to Blitter at 
the usual ACE address and let us know. 
Someone's got to clean the streets. 

• Bbt Blit! 
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The sheer poce of the game, end to end 
action and tactical game play is the core 
of TIP OFF, a basketball simulation - 



A 




GREAT FUN TO 



Players' skills, attributes and fitness together 
with the astute substitution of players and 
change of tactics banks by the coach, holds 
the key to success in bosket ball. TIP OFF, 
therefore includes some managerial aspects of 
the gome. The main features are:- 

* Mulli directional scrolling screen 

* Five skill levels. Skill level of both 
feams can be set independent!)'. 





AMIGA, ATARI ST - 
(ATARI D/S DISC ONLY) 
IBM PC & COMPATIBLES 
PRICE £25.99 



to 4 players option. Option to play against the computer or another playerw team up with another 



player against the computer or another player or two players. 
Facility to practice skills and tactics, 
Facility to create a team al all skill levels and design tactics. 
Instinctive Joystick controls to dribble, pass, shoot or do a dummy. 
There are two running speeds, two types of dribbling and passing 
and five types of shots at the basket Pump shot, Hook shot, 
Skyhook, Running Jump shot and Slam Dunk]. 
Each player on the court is an individual with a unique mixture of 
c- f "c.*es (Age, Height, Flair, Pace, Stamina and Composure) 
end skills (Passing, Dribbling, Stealing, Shooting and Jumping). 
Two types of Leagues. Action Replay at 3 speeds. 

Extra moves are available using two independent 
button joysticks using the EXORLENCE System. 
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EASY TO PLAY - HARD TO MASTER 
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Maybe This Time... 

Yeah., we've heard it all before. A tota'Hy new form of interactive entertainment 
redefining the "state-of-the-art*. These claims carry more superlatives than 
Harry Norman reviews of God-awful subtitled movies from the suburbs of 
Paris. Do they ever deliver the goods, though? 

Now Virgin Games is aiming to change this poor pioneering performance 
with a stunning new game called Guest Currently under development in the 
States, this mystery adventure will initially be available on PC CD-ROM for- 
mat A spokesman revealed that if Virgin Games ever released Guest on mag- 
netic media it would fill a staggering -yo floppy disks! 

The game itself reminded our reporter of Cosmic Osmcr, an equally weird 
software showcase where players are encouraged to touch everything on screen 
and see what happens. If you get bored pushing things around in the massive 
mansion of Guest h you might like to involve yourself with the tragic plot which 
centres around a mad toy maker and the ghosts of the children killed by bis 
inventions. 

As you can see in these sneak stxeenshots from the game, Guest is shaping 
up to be something special, ACi hopes to bring you a full report next month. 




ANT NO 
STOPPING 



Top Japanese publBmh&r liftagimrar has 

•napped up the Supof Famteom rlftrtt to 
Sim Ant r the innovative aloctronic ant colony, 
tHfwe my copies of the computer gume have 
oven boon released 

The latest creation from Max is. the company 
behind the phenomenally successful Sim City 
and StmEarth, SirnAnt puts you In command of 
an ant colony out to conquer a seemingly 
quiet suburban residence. To roach the goal of 
taking, over the backyard and ultimately driv- 
ing the poor human out of his house, you must 
caraful ly manage the colony to that It (row* 
and thrives. 

hi this epic campaign, you directly control 
one ant and supervise up to 1,500 black work- 
er and soldier ants. These, tireless little crea- 
tures can ba commanded to perform tasks like 
gatheri ng. food P digging new tunnels and car- 
ing for eggs. Have you got what It takes to 
overcome the rival red ants, hungry spiders 
and other dangers that threaten your colony's 
survival? 

To make the game both educational and 
entertaining,, Sim Ant designers Will Wright and 
Justin McCorrnick drew on a Pulitzer Prize whi- 
ning book by two Harvard University 
biologists. Additionally, the 
game incorporates several 
HypercanHIke information win- 
dows that provide playing 
hints and scientific 
details on ant behaviour. 

SirnAnt Is current- 
ly only available on 

■ 

the Apple m 
Macintosh, PC and Amiga ver- 
sions will follow later In the 
% No release date has 

ver- 




THOSE WEKETHETWS 



Have you ever wondered what happened to those classic coin-ops of the past? 
Yanks are known for their passion and interest in anything remotely historic, 
so they've decided to open a display oi the most notable electronic amusements 
yet played 

The National Video Game and Coin-Op Museum in St Louis features 7; chef* 
is heel creations including Pong, the simple b:it and kill game that started it all., 
as well as titles like Space Invaders, Defender. Asteroids and Pacman. 

Pinball machines also claim their place in the exhibition. Gorgar, the first 
talking pinball machine, was introduced in 1979 by Williams, 

hi case you hunger for a hit of video game history yourself, did you know 
Williams Bally Midway was founded by Harry Williams in 1942? Since it waft 
wartime, he had difficulty obtaining materials to build new pinball machines. 
Williams therefore started to recondition old games using recycled materials . 
Seven years later r the Chicago- based company introduced Freshie, a flipper 
designed with a new tilt forfeit 1 feature. From then on, pinball punters who 
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Sonic The Hedgehog 
Goes Missing... 

Saga ha* unveiled the second video game in 
the System 32 scrips which features some of 
the most impressive hardware processor* ever 
introduced into the arcades. Had Rally ls> 
unsurprisingly, a duo-player sennet to the 
respected Had Mobile. 

Sadly r although the excellent landscape 
graphic? and intense garneplay f ft main r Sega 
has decided to drop the swinging Sonic 
Hedgehog on the windscreen. At least players 
can choose from few 'urtrarealf&tlc' race cours- 
es Incorporating speedy highways effected rurt- 
ural phenomena like rain, fog, lightning and, of 



Be A Visionary! 

Are you having difficulty seeing the sneaky spaceship sprilr iia your fawn ink' 
shoot'trm-up? This pair of high-tech style Magnate! Glasses provide a hands- 
free magnifying system for people who want lo look 'cool' and with greater 
clarity, Tlie adjustable optical lenses are controlled by dials on the side of the 
frames lo give up to %} magnification. "Designed by leading ophthalmic 
research specialists / goes the sales blurb, "they are ideal for watching sport- 
ing events, nature study, theatre and opera." 

This crazy gadget coils twenty 
pounds and is one of the many on offer 
from Science Museum Brainwaves in 
liverpooFs Harrington Dock, 

[f you like the sound of the Magna id 
Glasses or their Spaceship Umbrella, Bold 
Design Handkerchiefs, Micro Rke Pot, 
World Map Bow Tie, M-C Esther f igsafw 
Puzzle, Solar Powered Hat r Telephone 
Charge Checker, Haematite Earrings, 
Illuminated Pocket Microscope or Celestial 
Scarf, call (o^i 708 7385) to place your 
order. 

By the way, this company is just 
around the back of the Psygnosis office. 
Will Shadow of the Beast 3 come bundled with a weird wid- 

A RED HOT ACE 
EXCLUSIVE! 

While ordering a Super Mario Bros Happy MeaJ at 
the local McDonalds, our intrepid toilet cleaner at 
ACE Towers managed to uncover some highly con- 
fidential information about the next Nintendo video 
game courtesy of a guy in charge of the fries. 

According to Mr X, Super Mario Bros 5 will be an 
enormous time travelling extra vaganza. As a bonus, 
the game should incorporate the previous four 
adventures completely intact! 

He confiJTned the talented Nintendo development 
team from Kyoto in Japan were extremely tired after 
clocking up a lot of overtime pulling ilie finishing 
touches to the new 'Ze\da. eight-megabit cart for the 
Super Famicom. Apparently, these poor fellows 
couldn't decide how to invoke their all important 
cheat mode. Should they go for a straight A, X, E. 
Y fire button configuration on the title screen or 
shock players with a highly innovative, but user 
friendly, system hidden in the second level belli nd 
the inn on the edge of the village? 

Four times larger than pre- ■, 
vlous games, Zelda will 
be released in time for 
Christmas, Mr X 
reckoned Super 
Mario Bros 5 would 
arrive sometime later 
next year on the 
Super Famicom with 
a Gameboy adaption 
likely to follow soon 
afterwards. It's just a 





Slipping 
Into Top Gear 




The creators of Gremlin's best-soiling Lotus 
race-'em-ups have bean exceptionally busy 
over the last few months* Not only have they 
crafted a sequel fot Amiga and ST gamers, but 
they've also produced an adaption of the ^am^ 
play for the Nintendo Super Famicom. 

Published this month by fcemco in Japan, Tap 
Racer Is a split-screen racer with eight stages 
set over various location* around the world 
including Tokyo, London, San Francisco and 
Sheffield, Y«i have the choice of driving four 
different types of cars, each with their own 
performance and handling characteristic*. The 
trick is to pick the car most suitable for the 
neat type of track and environment. To keep 
things playable, you can drive with a sat of 
proper gear* or go fully automatic. 

"We really wanted something that you get 
straight Into," confirms the programming team. 
"Getting speed out of the Super Famicom is 
difficult because It's got a slow processor. 
We're really pleased with what we've managed 
to squeeze out of it." 

Not only dees the background scenery 
change during each race, but there's alec night 
driving, multilane highways, dirt tracks, hills, 
bridges and tunnels to master, If you try one of 
the steeper courses like San Francisco, you 
could struggle with your revs, stall your car and 
actually roll bneft wards down a hill. 

Like most games of the genre. Top Racer 
comes alive when played against another 
human opponent. If Nintendo releases a 
ComUnk for connecting two Super Famicom 
consoles together, Gremlin may consider writ- 
ing a sequel allowing four-player competition 
similar to the feature in Lotus II. Further 
enhancements could also include fog effects 
find customise car options. 



SORT YOURSELVES 
OUT! 

Okay, ACE! I don't get it! With great confu- 
sion I read issue 50 of your (excellent) mag- 
azine. Especially the letters drew my atten- 
tion! There was a letter cabled "Blazing a Trail 
to Nowhere " about the constant rewarding 
of ACE Trailblaiers lately, ACE explains this 
by telling that the software scene is so healthy 
lately, But when I look at the first page I read 
"Lets'* face it, you've had to put up with 
some nonsense, haven't you? Low quality 
games and even lower quality mags " 

What's going on? Are we getting good or 
bad games lately? 1 buy this magazine to 
know whether a game is worth buying or 
just plain garbage and what do I get? Con- 
tradictory statements! ! Could you please tell 
me how all this REALLY is? 

For the rest, I was quite disappointed with 
your renewed formula of ACE Magazine, It's 
not that the reviews are bad, far from it p but 
it's the statistics! Just now I got used to the 
old PIC and the other stuff, you get an idea 
and give the whole thing a different look! Now 
I have to look five times before I know how 
you think about a game, 

Apart from these things, you still make 
the best magazine for home computers. 

Leon van Steensel 
Amersfoort 
Holland 

Tut tut tut, you realty mustn't fake tftrngs so 
literally. It's true, over the last few months 



the games-buying public has had to put up 
with an awful amount of crap. if we give 
away, say on average, three or four Trail- 
blazers a month there are still count/ess prod- 
ucts released the same month that fail way 
beyond the quality threshold, And that's the 
precisely the sort of "nonsense" we're taffr- 
ing about, it's true, there nave heen some 
right marking games recently, hut tha t doesn *t 
extuseall the crap mat gets released. As a rough 
estimate, we'd say tftaf S5% of ail software 
released is of an unacceptable quality - we 're 
here to steer you away from tfie substan- 
dard majority and towards the good stuff. 
Simple as that. And as for the new-look PIC 
curve - we've had a few people write in to 
express the disgruntlement* so we've given 
it another little facelift this month to make 
It even easier to understand. Alright? 

I AM VERY CLEVER 

Dear Sirs, rm an educated person - a profes- 
sional (qualified) psychotherapist and mem- 
ber of MENS A whose main interest is playing 
computer games. I've a vast collection which 
I fussily add to regularly. Usually brain games 
- PowerMonger, Welltris, etc. These games 
require patience, skill, determination and 
confidence - as well as, in some cases, histo- 
ry, geography, politics and statistics. So why 
is it that computer games are looked down 
on as being easy and childish by those who 
choose to do other pastimes? 

Ms Carmen Brulez 
llford 
Essex 

Way to go, Doc! Here at ACE we wholeheartedly 
agree with your educated and intelligent 
opinions. There's nothing more annoying 
than seeing our beloved medium denounced 



by some pentiknecked TV presenter with a supe- 
riority complex. Unfortunately, the situation 
tanks bleak and unlikely to change In the 
near future - unless of course Channel 4 gets 
its finger out and does something half -decent 
with its forthcoming Gamesmaster show. 
Here's hoping*,* 

RAW DEAL? 

Dear Editor, Although I never get round to 
sending off letters to magazines, I have decid- 
ed to make an exception after the re- vamp 
of your issues. 

In layout terms, very well done. It's much 
cleaner, more comfortable and therefore por- 
trays a more visually interesting and grown- 
up image. The thing I'm afraid of though is 
that this may be at the expense of the con- 
tent of your magazine. Firstly I'm sad to see 
that console games have been put back into 
their own section- C+VG have got rid of this 
and you have done the same over recent 
issues. Classing console owners as a differ- 
ent race of users altogether is. in a way, 
degrading. It may be just the issue in ques- 
tion (No 50) but I hope that major console 
releases get the same six page treatment as 
computer releases. In order to give the 
Megadrive [as an example) such praise, and 
then to give is such poor coverage is hypocrisy, 
I am a Megadrive owner (surprise, surprise! I), 
but I m sure if owners of other machines got 
this treatment they would complain twice 
as much. 

In other areas we seam to have lost Tech 
news, special articles such as "Too Hot To 
Handle", "Planet of the Gamers" and other 
important articles, international reports and 
new developments. 

Other favourites that have gone are Shop 
Watch, crossword and the format columns, 
which always provided a light-hearted alter- 







d Asgard created a race known 
r Ragnorak, Heimdalf must first 
d Ihe weapons of the Gods. 
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JUST WHO ARE THESE GUYS? 



Mobo and Robo (Mo bo s the good looking one) or© 
the cootest villians you ll ever meet. They rob 

bank*, museums - and 
A | nnoc e nt c o mpute r go me r s of 
m m their sanity. They re on a 
^| W mission a nd they ' re com i n g 
soon. Ask them why they 
^ ^ wear do rk glasse $ and th ey 1 1 
m ^ tell you... "Our futures so 

bright we gotta wear shades! 

Available on Amstrad, CffM 
64/123 Cassette & Disk Spectrum 
Cassette, Atari ST & Amiga. 

■ i- 1990 1991 SELGA ,U . All rigMs rew?v#d BONANZA 

BROS '« it O hadema'k Se&a ENTEjlfPBl5ES LIMITED. , 
*l SEGA 1 hl rj q 1f cide/Tiark of SEGA ENTERPRISES OMITE.D. M 



ARCADE HITS 
MARKETED BY 



^^^^—^ HILL5FAF. * DRAGON* OF FLAME < HE SDES OF r HE LANQ 

ffx^B m TIL 089Et 442015 

■ I I ■ CURSE OF 1HE AZURE B&NDI ■ POOt Of UDlANCf 

IE CHAMPIONS OF KHYNN TIL 0891 M»U 

HIM ■ BUCK ROC I US * SECRET Of 1HE SILVER ILAK5 * 

EYE &MH(FjEHOlQF,e TIL; 06*8 443030 

[JHHATIQN HEALTH - FUTURE WMi ■ CBUUI FOB A CORPSE TIL: 0839 6S4144 



U.S. Gold Ll-d, Ljnin 3/3 r+ollprd Way. Hftltord. 
Birmingham fra 7 AX. Tel; 031 625 3366 



NEED HELP? CALL THE 

GOLD PHONE 



WJ 



LUCWLM HELPLINE > COMPEIITiON 1 INEANA JONES- ■ 
IAK MCKRACKEN * MANIAC MANSION < LOOM ' J| 
SECRET OF MONKlT ULANP ■ BATTLE OF EjEITAIN Vf 
TIL; 0134 6S4123 

NEW AELEAm * COMPETITION TEL; HI JO 454124 M 

COMPETITION - C 2 00. 00 WORTH* OF ^™ 
US GOLD GAMES TO BE WON EACH MONTH 

r At Rclail Price* 



! A CORPSE TILr M39 0S13B4 HINTS & TIPS LINE 

r Ai Retail Price* 

Semite provided by U,S. GOlD LTD., UNITS 2/J H HOLFOHP WAY HO L FORD, BIRMINGHAM B6 7*X 

If yeihw wnder It pi**"* 9*1 p*r*iiiii*n 1# UH-tKe JvLftptan*, Calk ia it 34p par mifiuta chwp nsN, *ip p*f mniuh -all mIu^ tlm*i. 




The greatest hero for the hyborean 
Age was a fierce barbarian born of 
the harsh north!ands f 

CONANTHE 



FEATURES: 

* OVEB 200 LOCATIONS THAT 
CAN BE VISITED TAVERNS AND 
INNS, CRYPTS AND DUNGEONS, 
TEMPLES AND TOMBS, LAVISH 
HOMES AND POOR HOVELS. 

* INTERACT WITH HUNDREDS OF 
CHARACTERS AND FOES OF HYBOREA, 

* TRACK YOUR PROGRESS ON THE MAP 
ENCLOSED. MORE THAN 600 SCREENS OF 
BUILDINGS AND TUNNELi TO SEARCH AND 
MAP OUT. 

* ADLIB™ AND ROLAND™ SOUND BOARDS SUPPORTED FOR 
IBM VERSIONS 

AVAILABLE ON P-C, AMIGA AND ST. 
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I 9 MILLIMETRE! 



*Wf ttlfit Imitation li Ilia flnctrtBt iom or Flattery and in tto tBS* Of Thft Tonnlnaliw, Hrntu* 
wan nary flfftt Grille. Ind&ed, la ardor to provide tr» ilp-and-comlng MfifcfidrlV* tfanie *rth ,-rn 
*4qU6ft£« tliift raaiiy aid Attract, th* bays studied tr» move's ta£h-ta£rl apoonlng crtffflfr, 
-h.- i-l.-int matal leitura that spall tfre word TERMINATOR scroll p&ffttaCfl rthsf Irk tho 
Bariupound, and raproducad II friuKtiy for |tia gprm. Tlw tradlls trMmMrvo* Iw9 Imn thanked tn 
•Of^v ti> the pru.^rammlr E aruf Mgn team, but otlw th*H that WWyltiBi^ Is IdordJcaJ - ri£tt down tfj 
Oil way tfifft tfW WSrrJB brack scrawl tha *cr*e*l tPiSn fUckor away, po*a.ptftar-»tSih>. Tba crowning glery 
» tha rrtank. which in a commeiHlufala rcrnljc of fina film"* powerful, ominous th*m* tWWL Of twini rt'f 
a sftoap trick, but w4w> CBfttf? THara can tw no danylng IHat It Wdrka brilliantly, payctihig tfia player up 
Hght from tha vorjr start «nd filling Iba gamo tfurt aH Important iupartklal clnamntle t*el. 
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greater than with original "interactive movies" , which 
are basically just a hotch-potch of techniques borrowed 
from films in the relevant genre. 

Where there's just a single, identified source, as 
is the case with a film licence, the designers have 
almost unlimited scope with which to produce 
something that really does look, sound and/or feel 
like the movie it's based on, because the basis is that 
much more obvious. Unfortunately for the most 
part all we gel arc assembly-line disasters like 
Darkman and Nigh (breed - but that 's more tile fault 
of sloppy design than fundamental flaws in the 
concept of licenced software, 

-1 More often than nol i t's the whole 
licence "thing" that has to carry the can 
when a poor film tie-in is murdered by 
the magazines, even though with the 
majority of films, the software potential 
has been far higher than the hexidt\±naJ 
cobblers that normally turns up. Die 
Hard is a fine example - what could 
have been a belter of a plar form-based 
shoot'em-up (the film was, after all, set 
in a multi-storey skyscraper) eventually 
appeared as a snail's-pace vector graphics arcade 
adventure that, in terms of feel would have been 
more suited to Terms of Endearment than John 
McTiernan's action rolleiroHKii.-*. 

For a film licence to succeed as a film licence, it 
has to transfer the elements that people remember 
from the movie so that it will revive (host- memories 
■ if a film is "fast 1 *, like Die Hard or Predator, the 
game should match that speed, Atmosphere is easy 
to recreate, through lighting, point of view and, often 
most importantly, music and sound, so that the 
player experiences, if only in j diluted form, some 
of the same tension and excitement that he got when 
watching the movie. Because the two mediums are 
so far apart technically, it's difficult to imagine a 
game having an atmosphere equivalent to that of 
the film - but it can and does work. Games like 
Lucas film's interpretation of Indiana Jones and the 
Last Crusade and. to a greater extent the original 
TJ K-produced version of Aliens prove it ► 29 




"TOTAL 

AND ORIGINAL - A M&J 

FOBjmnr games 

PLAYER... SUPERB!" 





Shado wmaster - Lord of Demons has 
stolen the Sword Excalibur and the 
newly recovered Holy grail, plunging 
Britain into a time of darkness and 
death. Your quest is to pursue the 
demonlord to Spain and recover the 
sacred relics. The Shadowmaster must 
be stopped! 




Features 

] Hand rendered art 

□ improved user interface 

Q No keyboard necessary! Point and 
click to perform all game functions. 

□ Overview map of Spain 

Available on /*C # Amiga and ST 
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' With that in mind, the change of Cfnr ml < hardier 
into a squat, hard bastard with an array of extreme- 
ly violent fighting moves seemed a natural pro- 
gression and an obvious enhancement when 
addressing this as a console-style game. 31 

Further changes have been made to the graphic 
style of the game, switching from a lemmings-scale 
set up to a more conventional sprite size. Even thoiL^h 
the tiny graphics were partly responsible for the 
appeal of the fii'-t narnr, T .. v.,- n-rrums ^djmianr 
that this new direction is correct. Continues Adrain: 
The 16-bit graphics are a gTeat improvement 
:.T3 the original version- The majoT nasties have 
been enlarged whilst the human characters 
remain small and vulnerable. The scale of the 
game remains epic and the sinister atmosphere 
greatly enhanced. The demon that resides in 
iie Hell level takes up half the screen, as do the 
Hydra and Dameron sprites. 11 

Escalating the depth of puzzles in the game, 
irgues Cale, will both increase the longevity of" 
the play without slowing down the arcade action 
fed. Most of the puzzles in Myth are based around 
legends and some general knowledge as to the 
weaknesses of mythical monsters is a definite 
player advantage. There are also some graphical 
dues doited around the levels which will point all 
Dut the most dim players in the right direction. 
An effort has been made to ensure the puzzles are 
progressive in nature and that the player doesn't 
get bogged down simply by being unaware of his 
next objectiver 

Adrian elaborates: "There are different styles of 
ircade adventure. A game with a sprawling mass 
tttplorattonal feel would fall into our tried and test- 
ed Last Ninja series of games. This tends to put the 
game's emphasis on strategy and exploration with 
bucket loads of hacking and slaying. It's a case of 
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Monday, 3rd of November 1991 THE NEWSPAPER OF CHAMPION GAMES. ★ 1 st year N # 000( 



SIMPLY UNBE 

Another crushing victory for ADVANTAGE TENNIS 
over its rivals. Its indisputable technical superiority 
was proved last season on all surfaces. Like us, 
Tennis World is wondering if this year, there will be a 
player who is well trained enough to succeed in 
taking ADVANTAGE TENNIS' title and becoming 
Number 1. 







A CHAMPION'S PORTRAIT 

# 1 or 2 simultaneous players, 

# Numerous spectacular shots: Backhand 
smash. Dive*.. 

4 Slow motion replay of the last rally. 
+ 3 game types: training, season or 
exhibition, 

# ATP point and ranking management by 
program. 

4 Different view angles. 




WIN YOUR RADGE 

"N#1 IN THE WORLD" 

Fine! You have not given up. Your techr 
and mental qualities have made you Nun 
1 in the world ranking. Every wir 
deserves a medal. So if you're among 
first 200 to send us a screen s 
representing the first page of your p* 
book proving that you have defes 
ADVANTAGE TENNIS, you will get the ba 
ADVANTAGE TENNIS PLAYER NUMBER 
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Marvellous high smash on the grass of Terrific between-the- legs- stroke on the Splendid backhand smash at the net on : 
Wimbledo n. synthetic su rface of Tokyo. at Ro I an d Garros. 





PC & COMPATIBLES 
ATARI ST & STE - AMIGA 



INFOGRAMES LTD - 18 OLD TOWN - CLAPHAM - LONDON SW4 O LB - ENGLAND - TEL: 071 738 81 ! 
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Murder... Torture... Corruption... 
The Power behind the Democracy 
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I wight? Alwight? Alwight at 
m alwight! U Alwight? 



the bac 

Actually, I'll tell you what is "alwight", and that's 

ML 

all the classy product that will soon be wing- 
ing its way towards a software shop near you. 
There's bugger all up the pictures, and the tel- 
ly's a load of crap, especially on Wednesdays, 
so it's a good thing that the software scene is 
looking seasonally healthy as the run up to 
Christmas enters its second lap. So, prepare to 
be amazed as we say "Two adults, please" to 
the scruffy gypsy In the booth at the entrance 
of the Software Funfare! 



Virgin Gaines 

Though David Lynch's cinematic interpretation of Frank Herbert's best-sell- 
ing science-fiction novel was an unmitigated disaster - although how any- 
body could expect a film about a big desert and lots of stupid worms to be a 
success is beyond me. Whatever, the official licenced game is at last with us, 
courtest of Virgin and French developers Cryo. It takes the form of an animated 
graphical adventure, not a million miles away from the sort turned out by 
Lucasfilm and Delphine, but with an innovative stralegy element bolted on 
too J f s certainly very pretty, and boasts a stunning cinema-style soundtrack. 
ST, Amiga and PC versions are due out next Easter ■ and keep an eye out for 
Sting, who makes a cameo appearance as he did in the movie. 




WOLF CHILD Core Design 

Simon Fhipps is generally regarded as the king of console-style platform 
action games, The man behind Switchblade and the awesome Rick Dangerous 
series must be doing something right, after all Now the genius with the excel- 
lent hairstyle is busily beavering away on what promises to be his masterpiece 
to date. In a nutshell, Wolfchild is an all-action arcade adventure that's best 
described as a cross between Kick Dangerous and Strider, encompassing many 
of the Japanese influences and touches that are Phipps' trademark, Technically 
it's astounding - 64 on-screen colours, 360 degree multi-layer parallax scrolling 
and some of the fastest, smoothest movement ever seen on a computer screen. 
The game s name derives from Saul (the heroj's ability to transform into a 
man- wolf creature to help him deal with his adversaries as he battles through 
The game's five levels and joo+ screens, Wolfchild will be released in time for 
Christmas on ST and Amiga - a festive number one, perhaps? 




SUSPICIOUS CARGO Gremlin 

What with the success of Wonderland, Monkey Island and Sierras wares 
of lale r the adventure game is fast corning back into vogue - and G rmil i n "s 
forthcoming addition to the genre promises to be one of the la sliest examples 
of the genre so far, It's space-based, icon-driven and allegedly comes with a 
sense of humour, provided by the game's main character, freewheeling 
space pilot |onah Hayes. The plot has you, as Hayes, attempting to smuggle a 
very dodgy dodgy consignment of genetic experiments across the cosmos while 
avoiding the attentions of the various galactic authorities. Similar in style 
and presentation to 
GrcinliiV & earlier space 
adventure BSS Jane 
Seymour, Suspicious 
Cargo combines ele- 
ments of Dungeon 
Master style RPG 
ydvetituii::" with ;i tra- 
ditional text- in put 
adventure parser and 
-. ■■- 1 ^fi a couple of arcade 
and puzzle-based sub- 
games. It's out at the 
end of November. 



TURBO CHARGE System j 

After a long period of relative inaction. System 3 is starting to get its act 
back together again , and one of the Pinner-based firm's more promising 
coming attractions is this rather natty race-n-chase effort, originally titled Border 
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and set in the world of international drug dealing. The player takes the role of 
some top secret agent or something, who must drive his souped-up Limbourghini 
Countach, Chase HQ sty le, over a series of deadly highways in pursuit of the 
powder-pushing perverts. There are lots of bolt-on weapons lo collect and bad 
guys aplenty to use them on F so action all round is guaranteed. Remember the 
awful Fire and Forget? What we' re promised here is l decent version of that - 
ie proper speed, decent explosions and all the attendant neat little touches. Get 
yourself under starters orders for its release at the start of the new year. 




CORPORATION Virgin Games 

It rocketed to number one on the Amiga and put debut publishers Core Design 
I up there with the software big boys when it was released last year - and now 
Megadiive owners can sample the 
delights of Kevin Bulmer's bril- 
liant arcade adventure Coloration 
courtesy of Virgin. It's been con- 
verted by Core themselves, -i> vou 
can be sure of a good job, and for 
the most part everything remains 
the same ■ although thr i6-bil. wun- 
deimachine has come up with 
some slightly prettier graphics and 
the 3D update is likely to be a bit 
nippier. Quite how Corporation's 
involved gameplay and sinister 
atmosphere will go down with 
actnn-onentated Megadriue gamers 
remains to be seen, but if my guess 
is right they should snap up the 
opportunity to do sx>melliing a bit 
more interesting than hammer 
away on the fire button for a 
change. The release date's been 
set for the early part 
of 1992. 
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CHUCK ROCK Virgin Games 

Universally regarded as one of Core Design's best games to dale, it comes 
as no surprise to learn that the comical arcade adventure Chuck Rock has 
been selected for conversion to the Megadrive - critics raved over its console- 
style gameplay, so in a sense it's being given a more appropriate home on car- 
tridge. Gary Crirter is back in all his glory, this time with a set of all-new aesthetic 
toLU hrs lo make bis Lid ventures all the more prcMy. I.nok nut :n particular for 
the supah multi-level parallax scrolling, which gives the game a MlJiertCHinrecog- 
nised arcadey feel Like Corporation, Chuck Rock will be hitting the streets in 
the first quarter of 1992.- At least that" s what the software people say, bugger 
knows what it means... 




UNDER PRESSURE rkilnmk Zoo 

Eldritch The Gal, creators of the excellent futuristic sports simulation 
Projectyle, returns to the software fray with Under Pressure, a *ery strange 
game indeed. In it the player is casts as the pilot of a giant |and 1 mean giant, 
take a look at the pics) ED- 2 09 type robot walker thing, who must blast his 
way through a series of alien worlds to rescue his kidnapped girlfriend. 
Admittedly it's pretty simplistic stuff, but extra elements, such as a variety of 
vicious bolt-on weaponry and the occasional puzzle promise to mike it all the 
more compelling. And though the gameplay may not be all that innovative, 
the graphics certainly are, as Under Pressure boasts some of the largest sprites 




ever seen in a computer game, With a bit of luck r it'll be out by the end of the 
year, so you i6-bitters keep an eye out 3 y'heax? 

INDY HEAT Storm 
Pans of the very excellent Super Offroad Racer will be more than chuffed 
to hear that there's another top-down arcade racer on the way. once again 
converted from a Leland coin-op {they di3 the original Offroad machine as 
well, you see). But there's no 
more nursing around on dirt 
tracks here - Indy Heat is set 
in die rather more glamorous 
world of grand prbc racing, 
with four cars battling it out 
over 15 increasingly tortuous 
single-screen tracks. There 
are lots of neat touches^ such 
as the ability to customise 
cars and working pit-stops, 
phis there's a juicy three (and 
possibly even four) player 
simultaneous race option, 
so you can gel together with 
your mates for a real demo- 
lition derby, Converted by 
the same top geezere that did 
Rodl and and SW1V, Indy 
Heat goes on the grid in 
January next year. 
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swiv {Storm) 

The follow-up to Silkworm succeeds 
through a combination of frenetic speed, 
polishixl presentation and sheer, unadul- 
terated action. Tons and tons of it The 
firepower and wastage on screen is of 
a leveJ that far exceeds anything offered 
before, A £2. 5, coin-op with no coins! 

GODS (Renegade) 

While it may be argued that it's not as 
intrinsically sophisticated as the likes 
of ft tele Dangerous 2 or Prince of Persia, 
the Bitmap Brothers" platform opus 
dot's offer enough fully-rounded arcade 
action to make it the Outright winner 
in this category. Classy and depthy. 

EYE OF THE BEHOLDER (US 

Gold/SSI) 

Hy the mighty sword of Kring! SSI's 
Latest Dungeons and Dragons game takes 
the best bits of Dungeon Master, adds 
a few more its own, stirs well, and the 
result is the best yet for gamers into 
the whole fantasy genre. Will SSI rule 
the RPG land forever? 

KICK OFF 2 (Anco) 

What can we say? It's pretty pointless 
trying to explain to the initiated what 
makes Kick Off z so damned playable, 
but the primary reasons are untra- 
instructive ball control mode and 
remarkable speed which combine to 
make it as exciting as the real game! 

RAILROAD TYCOON (Microprose) 

Building a railroad empire may sound 
like hard work, but for those who like 
their strategy to run deep, Sid Meier's 
simulation of that very pursuit is FUN 
FUN FUN! Plenty of fiscal manipula- 
,tions and turn-of-the-century power 
broking for budding industrialists. 



THE SECRET OF MONKEY 
ISLAND (US Goid/iucasfilm) 

Partly due to the new refined version | 
of the SCUMM adventure system and 
partly due to the excellent, and very 
funny script, this is the most engaging 
and entertaining adventure game for 
years. But will Monkey Island 2 take 
its crown? 



FORMULA ONI GRAND PR IX 
(Mitroprose) 

A new Bench mark! So perfect it's 
almost impossible to find any fault in 
this awesome game from Geoff 
Crammond, Packed with helpful point- 
ers for novices and lots of detail for 
experienced racers, it will keep you driv- 
ing for ypars. 





BENCH ARKS 



The games listed here are the very best of their particular 
genre. The benefits of your being fully acquainted with our 
Benchmarks are twofold. 

The Benchmarks provide a solid reference point when 
it comes to games buying time. By glancing at our descrip- 
tion of the benchmark, you'll be able to decide if particu- 
lar differences in the new game's design would make 
the new title more or less appealing for you. 

Also, no software collection is complete unless it con- 
tains all the games listed here. If you're missing any of 
these titles, go and remedy the situation immediately. 




IK+ (System 3) 

An upgraded and enhanced version 
of the original System 3 classic, Archer 
Maclean's 1K+- is still unchallenged in 
its field after three years. Its most inno- 
vative spect is the addition of a third, 
computer controlled fighter.. Incredible 
speed and subgames. 

STUNT CAR RACER 
(Micro-sty le) 

Stunt Car Racer packs polygon-plot- 
ting power and arcade-speed thrills 
into a novel formula. Drive around 
elevated raceways, smashing and crash- 
ing your opponent into oblivion. 
Growling audio ami ;i weird look add 
novelty value to this class title. 

JIMMY WHITE'S WHIRLWIND 
SNOOKER (Virgin) 

Archer Maclean does it again, and 
must go down in the history books as 
having produced the first ever realis- 
tic snooker game. Tremendous }D 
combines with authentic play and more 
options than ever belii/vni pu^sible. 
An awesomely good game. 

CHUCK Y EAGER S AIR 
COMB AT( Electronic Arts) 

The third game to be endorsed by the 
barrier-breaking General takes place 
in a far more enjoyable combat arena. 
You get to fry every plane you've ever 
dreamt of and you gel to fight every 
plane you ever thought of too. And all 
m super sprite'n polygons graphics! 

MEGA la MANIA (tmqgfr Wdn\») 

Sensible Software's first attempt at 
strategy is a surprisingly successful 
one. A1 ftrsl glance, Lt may seem sim- 
ilar to Populous, but further inspec- 
tion reveals it to be a genuinely original 
strategy epic. But will Populous 2, due 
next month, end Mega's brief reign 

TETRI5 (Nintendo) 

There are more official versions of this 
classic tJnan can be counted on the legs 
of a millipede. But it's Nintendo's own 
Gameboy version that is undoubted- 
ly the best. Line up blocks in frenetic 
black & white action May sound dull 
but is actually fantastic 

SUPER MARIO WORLD 
(Nintendo) 

The sooner they release the Famicom 
over here the better, as that will give 
more chance to experieiu e the stun- 
ning fourth instalment in the saga. 
"Sheer perfect ion from start to end of 
its riiriety=nine levels! 
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dertff Art adc Adventure 
PuljkLshfir Core Design 
Draper The Eighth Lfcjy 
Price fjo.99 
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;h the horny Norsemen's unofficial European lour may 
have been somewhat less than subtle, there can be little doubt that they 
stamped their axe-shaped mark on history with remarkable style. Diplomacy? 
Pah. When you've got an axe and a sword in one hand, a flaming torch in 



the other and a beard that looks like it's capable of 
violence all on its own, people just seem to fall over 
l hem selves to accommodate you. And if they don't 
fall over r you can always give them a hand by chop- 
ping their legs off. And burning their house down. 
Arid killing their family. 

It was (probably) on a cold and windy day some- 
where in Norway sometime during the dark ages 
Lk:ii Homebody probably called something like Erik 
was hit by the Viking brainwave Subsequently any- 
one who could swing a sword and hold their ale 
changed their name-s to things like Thorfinn 
Shinsplitter and the Viking Empire was born. Well, 
not so much an empire^ more a sort of well-organ- 
ised bool-boys: brigade, But while Core's latest - andi 
arguably most elaborate - effort Heimdall paints a 
much more passive picture of the Nordic hooligans 
than history would have us believe, it's still a pretty 
atmospheric affair. 

Those who have a passing familiarity with Viking 
lore should have no trouble swallowing HeimdaU's 
otherwise far-fetched scenario. The centuries-old 
war that rages between the ethereal forces of good 
and evil a nd is destined 10 decide the fate of mankind 
takes an unexpected turn for the worse when three 
of Good's most powerful weapons of war are stolen 
by the evil Loki r brother of "Trior the Thunder God. 
Odin's sword, Freyfs spear and Trior's legendary 
hammer have been spirited away into the natural 
world - where the Gods cannot travel. Without their 
weapons, the forces of Good are powerless against 



Loki and his cronies, so they devise a plan to retrieve 
them by physical means - thus they create an infant 
human, Heimdall r and send him to Earth to be raised 
by the Vikings. When he reaches adulthood he will 
set sail across the Norse islands to recover trie weapons 
of the Gods and realise his divine destiny. 

At least that's the theory. The Gods can" only influ- 
ence the physical world so much, and so the fate of 
the Universe rests almost solely in Heirndall's hands 
- i.e. yours. Throughout his childhood, Heirndall 
has little to worry about, apart from participating in 
a trio of traditional Viking leisure pastimes (which 
will have a bearing on the main game later - see The 
Trials of life' box]- Once adulthood is reached how- 
ever, the real adventure begins, with the God's Gift 
to Vikings setting sail in search of the three weapons. 
Each one is hidden somewhere within a giant 
archipelago of islands, and thorough exploration 
is required to locate and acquire them. In theory 
Heimdall blends rcdfrplaytng elements wilh an arcade 
adventure theme and throws in a little arcade-style 
action to provide, if you will, a fully-rounded gam- 
ing experience. In practice if s probably best described 
as The Immortal with Vikings in it 

Locating the weapons is a complex affair - in the 
initial stages Heimdall and five additional crewmen 
take to the water in their longboat for one of the 
islands, as chosen from the initial parchment-style 
map of the archipelago. Practical restrictions - food 
being the most important * dictate that Heimdall 
can only sail within a certain range, so only a hand- 
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